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The bloodiest of sequels... 
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EXCLUSIVE DEMO AND HUGE POSTER INSIDE! 




^|NEW 



THEME PARK A -TRAIN 

23.99 12.99 

IMPOKTAHT - eilASt MOTE 

NOf ■ mill not -work on A5Q0 
Hui, MtOOwAUQO 
HOJ2 = will nor work on M20Q 
I MEG = require T MB of MM 

■■mmm 






ARCADE POOL 
CDH 11.99 All 7.99 



CHAMPifh&i F VA>.AGERCOLLECTIC« 

.»*( . UPDATE DISK; (1 USOl '3.99 

Cm/UF|0>«S-Ilp MmAQEF. TA J* 1 1 ML-Gi >T& 
CHAOSENQ.ME u M 

Civilisation |> meg) im 

■MQltJt 



BEAU JOLLY 
COLLECTION 



CANKONFOTOEF, 

SETTLERS. 

CHAOS ENGINE 

ANDT2 





PGA GOLF, INDt" HW 
ADVANTAGE TENNIS 
1 EURO CHAMPS '9! 




BEAU JOLLV COLL. 

25.99 



PREMIER MANAGER 2 

8.99 



SPORTS MASTERS 

13.99 



FIFA SOCCER 

20.99 



CHAMP MGR COLL. HEIMOALL 2 

13.99 CD32 21 .99 *m 21 ■* 



A1 200 GAMES 



AJkCdN- KM 

BANSHEE 1 9« 

LLOCyBlOWS .1 1. 98 

BqijTAI FOOTBALL DELUXE '5.49 

Captive 2 - jbehaTiOn 20.99 

Civilisation aga 15.99 

Detroit ■ ...... JSlM 

OftEAMtYEH- . . Si 9* 

FIELDS OF CLOR^ * »9# 

■GUNSMlrMW * -xna 

MElUDAILa BANEOfASGARO 2199 

ISHAR2 LEGIONS Of CHAOS 1899 

J**E5 POND 5 ■ OPERATE* S T AHFISH . 22*9 
JAMES POND COLLECTION 

UAVCS POND 2 t 3| * I3.BS 

J,T*CLF STHIKE ■ .19.49 

KICKOFF3 . . ... .18.46 

LIDNWHG- ■ ..2*'B 

OH THE BALL . (HARD DRIVE ONLY) 



CLUB FDQ1*ALL-T« MANAGES 

JCMBAT Alft PATROL 

COMBAT CLASSICS 2 

I3ILENT SEHVlCE i. =1 8 STEALTH 

FIGH1LH. PACIFIC ISLAND) (1 MS 3 J 

CORRUPTION ( kl'ECnOLLSl . . 
CRASH DUMMIES l' MSB) 
CRLnSE FOR A. CORPSE 
O-SiEE Cf tNCn.Sf.TlA .1 MEG| ..... 
D-DAY(n*RES5!ONSll' meg> 
OAWN PA T ROL l"1 MELVl * 

DETROIT <1 uegi . . . 

DOGFIGHT |1 MEG) 

DUNE II MEGl 



LEAflUE EDmon . 
'rtOFIi.OCUPEC'lT'ON 



... ■•!', 



PGA EUROPEAN TDUH» 19.49 

IKWMIER MANAGER I- . 16.99 

RlSE OF ThC HOBOTS ...25.99 

ROERCJP 11.** 

SABRE IE*W IBM 

SHCiTVJCW- 

GIMON THE SORCERER . -23.99 

SIMON THE SORCERER 1 • 23.89 

3TAH TREK ■ 25 II" ANNIVFR5AHY 

.HARD DRIVE ONLY! »» 

SUPEPSTARMJST , 16W 

TNI**, park ja» 

UFO - EHEMY UNKNOWN 2JM 



AMIGA GAMES 



FOR OUP FULL ail£CTI0M Of AMUjA 

GAMES PI EASE ASK FOR A. FRFJF 

16-PAGE COLO JR CATALOGUE 

A-T BAIL" * CONSTRUCTION SET (1 UEOj . .. 12.99 

Al(l TANK KILLER I < MEO)» 11* 

ALIEN 3 1*99 

AMNIOS *» 

AplDVA 999 

APOCALYPSE 1 1 MEGl .. 1-1.99 

. . 7S9 
1B.+S 



U9i 



WW 

--■J 

....t2.BE 

....11.48 

..I'M 

, ■ M 

33J8 

1149 

...11961 

1149 

Di/iE 3 ■ BATTLE. *0R ARRAKlS H MEG| 1 7.99 

DUNGEON WASTER 2 1 1 MELTi 22.99 

ELRE . . *» 

ELHT2|«lCNnEH)(1 MEG| .. . ...1I.M 

EMPlR* ElOCCSP 11 WE&I ■ .IB.« 

EVE OF THE BEHOLDER ISSN |1 MEG: ^.AH 

EVEaFTF*BE«CtDFHi!|l MEG; li.rt 

FI.'DOWARKlllMFOi '89 

F1 17* STEAL THFIGHTEH 2.0(1 MEOl ^H 
flELOS C* BLOHr (1 MEGl J3 49 

FIFAIHTEJMHATIOIVIAL SOCCER (1 MEGl 108* 

FO^MJuA I OftANC- PHIK 1S« 

OOAl 3S9 

DRAKAM G06CM WOFkD CLiEE, CRICKET ■ 
TEST MATCH SPECIAL |l MEG|. .. 16» 

GRAMAMLTOOCHDATAasK !=■« 

.I4.9S 
12 M 



iI.JNF.HlF 2OC0 [1 MSO) 
HiARTOFCHIN* 1 1 MEO;- 

HEikDia:;- EwwE ofaseahdii mEGi 



ins 



AFCADEPOOLU MFOh 
APMOLIP CEOOQH 2 l" MEUi 

AWARD WIWNEOS GUI. i> 
ISENBIBLE SOCCER. ELTTE. JIUHY 
WHITES SnO0*£H, ZElLHI |l MEG). 



MM 
.17.48 



BATTUE ISOE S3 

B**U JOLLT COMWLiTION 
.■CANNON FODDB*. SETTLERS. 
[■HALTS ENGINE. TJ) (1 UEG| ■ .. 

BENEATH * STEEL EHf I) MES) 
&L»CKCHVPT|1 MEG; . 
ftOD^R-CuVSMhEGi 

BRUTAL FDOTHALl . I 3.99 

BUMP N' BUP^ ■ -— - »>■*• 

CAMPA1GH|1 MEO) ..... 'CM 

CAMPAIGN ? !1 meg: M M 

Orjf.gu FODDEH 1 1 ME.G| 
CANWDNFDLTOEFI2I! MFC 

CHlMUmW UAhlA-riER BSW 1 1 Mtii 
CHAh*>ION5Hf> MANAGtH9J'*l 
IEnD CF SEASLTN DATA &SK.I (1 MFGi 



.. »* 

M 

.10>S 



1199 



13 19 



HEflOOjESTJ. 

the legacy of snH»Si t .;i MEOi . isse 

HIRED GUNS 1 1 MR) .. 1 1 96 

HIF.TDFWLINE 19U-1* ;1 MEGI 21. » 

HOOK *» 

HUN T ER iNCtl2> 633 

INDIANA JONES FATE OF ATLANTIS 
AD^'FrjTJHEil MEG| -24. «9 

IFJHAR2 ■ LEGIONS OF CHADS l>. MEG) I IAS 

I3HAR3|I MEG). . »W 

JAGUAHJU2MHMEG) *4g 

JETSTHIKE ■ 1Sl» 

JOHM MACOEhS !U Si FQQTBALL .. .. 10 49 

JUNGLE STRIKE II MEOJ* 1t4* 

AJFWSSlC PAHK |l MEG; 1 1 » 

KI4OCUT0PIA2H'. MEG) . 1B4-9 

l*3B n *3 

KfLKOFFJ .. . 18*6 

KINGMAKER. iMEGl -23^8 

KINCSOJESTEMMEGl- .14.43 

KlMC.5 QUEST til MEGI 22.BS 

KNIGMTSOfHESKT 1MEGI «2 48 

LASEASCWAO - - »M 

UEGEhOS OF VALOUR II MEGKW012i 11.39 

- v rlSURESL4TLA*BY1 HUEQ) 11.49 

LEISURE SL"T LAPRv J II UEG1 11 49 

LEISURE SUIT LAS4RV J 11 H=Sl .... 1*49 

LtPWINGSJ **» 

LOMBASO RAO HALLV - 6-99 

LCflpS OF CHAOS . ...B.99 

LUHEOFTHETE**TlHESS|1MEG! ..ll.«S 

MAN UTO PRIMIEU LEAGUE 

cHA.wio«s(iueai im 

MAN UTD PREMIER LEAGUE 

Champions data disk 41 MEOi- 6.91 



ON Tff RAll 

LEAOLlE EDITION :i MEOI 16*8 

WQHLDCUPEC< T lON.:iMEE:i .... 14 » 

OVBWPIIIrt 1 1 MEG,'! .699 

I ITflK Ah. ' «EGl 2J-& 

PGAEDRLMtANTOURllMEG)- 1iA* 

PWBALL DOUEJ.F PAC-K II MEG;. 
|P|NU*iLCflEAMEl FANTASIES- ■ 2199 

UINE.An EPEAMS (1 MCC'i !3.53 

POLICE DJEST 3 nMe&l 129* 

POWEHUHIYE il UFG| > 20 40 
POAICWJ^CEH - WVll DAT* OS^.NCli: ' ' 43 
MfMIEHfcUNABERZ|l MEOl B.9B 

o uo3s^;i megi . . ..ir.9* 

RA:LFIOAO TTCOON II MEGMNOFI . 699 
REACH FOR THE SKIES "» 

HEALMSMMEG 1Q-4S 

RED BARON II MEG)- 1199 

RISE OF THE HOEOTSl' MEG; J7A9 

RQAD RASH ■ l<l-*9 

HJORKE'S DRIFT . .. .'O.HS 

RIFF AMD TUMBLE i.l **E0l .. - ..... .1 BA9 

FtLQBfV LEAGUE COACH -MESi. . 'BOH 
RULES Cf ENGAOEHEMT 2 . „ 21-49 

SABHETEAM . 15^90 

S£C(W SAMURAI |l ME0||NC112| 9.4fl 

Sf CHET OP MONKE* ISLAND ( I M£G| 11 99 
SECHETOt Ml«KFT SLAND2|I )#EO|li!.W 

SENSIBLE COLF(1 MEGI' J«-48 

SENSIBLE SCCCEP,.;K.-S3 KASdN).. .. 7.39 
SFNSIBLE SDOCEft- 
INTERNATlONA*.6DITlQN|IMEGt 14*1 

StNjJ»LlE WOULD OF EACtIR (1 UEG) • ...1S.VI 

SETTLERS H.M 

SHAKKNOrtLDS I.N0U! 3.W 

SIERHA SOCCF R 

.■WORLD CUP EDiTIOfd |1 MEOI . - -17.48 

Silent service 2 r MEG: »M 

SlM CLASSICS l« 1 (1 NEGl > 
:gilli:iTTCLAS*C.*HUFE,SHANT'l,.. **J» 

SwON T^E SORCEREH I MEG: .21.99 
SfcClN Tl-r SGFCEHEP 2 |1 MEQ). . ,21.99 

SKID MAHKEd MEG) 1J*» 

SKID MARKS DAT* OB*. 11 MEG)- . „ .13.H 
SLEEPWALKER Bm 

SCCCW»WD ,,.....11.48 

SPACE ACADEMY I IMEG'i- 2048 

SPACE LEGENDS 

<WM3 COHW*>.DEft. UEGATHAVILLER. 

ELrrEinMES) 11J» 

SP-ACEGUEST4II MEGl- U99 

SPECIAL FDRCES 1 1 MEG) , ...1**1 

„ 8.89 



tmH CDh>MANDER 1 :i MEG: 

A'ONDEHUCG 

rtDHLD CUP USAM II MEGl 

WORLD CUP YEAR H* 

IGGAL. CHAMPIONSHIP yAfrtCEK 8* 

QATA DlS* STWHEF. 

SEhSAlE SOC DERI 1 1 Mtfl). .._ 



. ..29.M 

ZONKED i' MEG: ■ I** 3 

ZVO. I ME.:.i -6 99 

ZSX5LH1 MEOl "9 



AMIGA EDUCATIONAL 



13 99 



IB99 



5PEEDBALLI «*■ 

SPORT* MASTERS 
iPUAOOLF. INDY500. 
ADVANTAGE TENNIS. 
EUPJOCNAMPI0M3MIP3 19921(1 MEOl 



SfAHLORDl' MEG) 
3""RFETFtSHTEH 2 



mt 



9WEH SKIDS I SJUDUABKS . IATRA 

CAHS»TR*CKa)(1 WSJ' Je,4» 

SiJPFiEMAcy(iM£Gi 10 *9 





*» 


SVT4DCA ,, E.1«« : G| 

mCXHhOPiM "EG| 

TACTCAL MANAjGEH ■ 


22*9 

?.« 


ENGLISH LEAGUE 41 MEOl 

-riFBLUEiTHEGHEVril^Gl . 


. 21 40 


THE GHEATEST 

.■JIMWT WHITES. lUHE DF THE 

TttTTMSS, DUNEl |) MEG) 


IE 99 



io Out of >c eahl* essentials 

AGES 3-7, CREATES An I3EAL 

FOUNDATION rOfiCHl.DRFJN TO 

BUILD DfJ 1 1 **. INSTALLABLE! 19.99 

ID OUT OF 10 ENGLISH. 
A&ES9-I6 COVERS UAJ3RAREA9 
OF THE NATION*. CjRfilCULUM 

,.1 HE INSTALLABLEI 

10 OLTT OF 10 ■ JDNIC* 1 ESS=h T ALS 
AOES 5 11. ElUILDlNO FDLMDA-OnS 
FLWMANT AREAS OF THE NATtCNAL 
CURRICULUM 1 1 MB. INST ARABLE I 

13 .3L. T OF ' C - MATHS NUMBERS 
AGES 6-1* NATIONAL CURRlCULLjM 

[1 MB. INSTALLABLE! >»,** 

ADIGCSE ENOUSHPAJtK 114-18, YEARS) 

i MB WUBLE AGE GROUP PA;< 

T nF "ERFEET GCSE HF^ON TCOL » 91) 

^Dl (BSE FRENCH PACK:i4l6rEAPS| 

1 MB, DDLOLE AGE UROUF PACK 

THE FEfifECTOCSEREVISKjH TOOL 22» 

API OCSE MATHS PACK 1 14-16 YEARS,! 

1 MB. DOUBLE ACE <V*3LIP FACK 

THE FEKCECT 0C5E HEVlSlCf* TOOL 22.99 

FL*JSCHOCL3l?-5TFSi:, !t " 

FLJNSOOCLlli-JrTa:, 14.89 

FUN .SCHOOL 4 CS-Sms) ...... . . ..16.39 

FVJW SCHOOL 4 (5-7 rflS'l 1688 

fjNS(>KXX4(7*rH3) 1*91) 

FUN SCHOOL SPECIALS 

MERLIN'S MATHS 17-1 1 TRS: 179* 

SPELLWGFAIfll.f-lSYFS; . . 17» 

MICRO ENOLiSH. ByRSTOOCSE. 
CONFLTRHS TO NATIONAL 

CUHPJCLUUW- (lUB: I9« 

MICRO FRENCH. BEGlNNFRTDGCSE 
COHFOHMS TOrv'CURHICLIUJW II MR, 
MICRO GERMAN. UEQIKWERTOGCSE 
AND BU5PIESS LE'H'EL.CCf^OPMS TO 
NAT .jnalCUHHICULUM |l M£l| 

HKHaM4THS 11YRSTOGCSE 
CONFCfiUSTONCUFHItLl.UU (1 MH| 

UCRD SCIENCE EiYRSTOGCSE 
[J^NFOOUS TO N.TJJHRCU.UM H MB: . 1 9 99 
MICROSVANISH BEGINNtH TO OCSE 
DONPYJSMS TO NmflHCULUM |1 MB) .'B.BS 
MEGA M*ThS iA -EVEL COuHSEi 1 1 ME) . 1B.89 
NODD»"5BJG ADVENTURE. EEOAPEL 
TO THE POPULAR NODDY'S P>.*7TIME 
9EHIES r MB INSTAtLAtLE) 1*B» 



1200 VERSION 
PPLICATIONS 



DELUXE PAINT 4 AGA EwANCEC 
...EHSCfvFOFlAI2MANDA4rjail. PAINT 
AM3 ANIMATE IN UP TD 256,000 CtXOUHS 
FROM 16 1 MILLIE*. (2 «*. ExTEFWAL 
UlSK OR HAHD DRIVE HECKJIREDl 59.98 

VI6TA P«0 |LrTE|. CHEATE SPECTACULAR 
VIPTL.A! rtQHLDS™*rt ThlSFOWEflFXJL 
SCFMF=:r CREATOR AND ANIMATOR 
SPFC AL LIIL 'iERSION TD PON ON AlJflO 
QHA4O0O !.?UB. DHIVEF*OJIREO! 44.89 

BRILLIANCE « ***. LATEST VERSION 
,-if -H^^HEMlERPROFESSlONAL ART 
PACKAGE- 4*99 



AM,GA APPUCATIONS 



AMDS - CRAFT 

Ek-ENBION TO AMOS GIVING Ci'ER 1*0 
NEW COMMANDS AND IBSTB-UCTIDfJS. 
REULlRES AMOS OR AMOS PROFESSIONAL 

iims. installahlEi H-8* 

AUOS PBOPfSSiONAL MOPE 
•"OiVEHFLA. AND PHDFESSlONAl 
'VEHSCN OF BEST SELL**) GAMES 
CREATOR MOUE COMUAND3, MDRE 
Fl FKTBILIT>- AND flFT'ER USEH 
IWTEHFACEH ME IMSTALLA6LE: 31.98 

AMOS -PROFESSIONAL COMPILER 
COMPILES ANC SPEFRS UF PROGRAMS 
(VHITTEN IN AMOS. EASVAMOSOR 
AMOS PWOFFFSSICMAL. 
1.1 MB. INSTALLABLE! ■• -24.B8 

HLVXE PAINT a A VERV PCflWRfU. 
ART AND ANIMATION PACKAGE WITH 
EXTENSIVE FEATURES. AHES T 5f I I ER 
AND A TOP AWARD WINNER MaNV FONT 
AMQ PHihTINE OP">ONS AND SAMPLE 
ANlLUrON AND M*T INCLUDED 

(1 ME NSTALLAB4JE) '*■*• 

mHECTORT-OPtJS,4 COMPLETE 
DIHECTOHT ANDFIlE ORGANISING 

system inv aj jable fc« hard drive 
users (1 mb ihstal!able| . si.h 

final writer irelease h 

EKCE^-Ln'^ORD PJELlSrilNC- SYSTEM 
Wr.iO'.'FR lOC'TVPLf ACES. EASY TO 

HUN 



M 



IS.9? 



NO&OV'S PLAYTIME. SUPERB HODDY 
THEMED EDUCATIONAL ADVENTUHE 
SUITS AGES 3h. (1 MB, INSTAlLAiLEl 1B-*» 



1E.H USE \2 MB. DRIVE PECMIHEDl t 

HANNA BAHBARA ANIMATION 
WORKtHOOFOH CAHTOONSFTC . . 28.88 

1S.98 H0((B „ ecc ,u NTH TP* C4WINAL 

VEHSION OF THIS WONET MANAGEH 
i NSTALLABLt. ■ ■ 9-9* 

KIH15WORD6J F>A.LVREATLIRED-WOBO 
PUBLISHER (1 ME). INSTALLABLEl *1J« 

IHH OFFICE INTSOFLATEDyVOflD 
PROCESSOR. SPREADSHtET. UATABA5E 
AMD D* LTTIL T1E5 1 1 MB HSTA:U3lE 55 99 
MONET MATTEHS :HCWE ACCOUNTS 3|. 
LATEST VEHEK3N OF THE EXCELLENT 
MCfcE* PACKAGE FROUDOITA 

II MB. PJE-fAALARLEj 35.68 

PC T*SK GOGL' VALUF SIMPLE PC 



AMIGA C032 CD'S 



ALIEN BREEC'-TCAEH ASSAULT 
AJENBREEDS-EEOWAK. . 
ARCADE POOL . 

BANSHEE . - 

BENEATKASTFELSKT . . 
HRUTAI FOOTBALL . . 
BURSA » STIA 

CJUHOtt FX9DDCR 

CAPl!'.'E,>-L*ERATlON 

C-lAOS ENGINE 

uofnera'cn 
Disposable nero 

DREAM'.VL5- 

ELITt! 

FIELDS OF GLOPY. 

GAJARDLAN ■ 

0WNSHP2DM 

HEIMDALLI „ 

IMPCSSSLE MISSION - 

JAMES POND 3 - OPE RATION STAJWSH 

JUNLWE STRIKE* . . .. 

K2i(l|Li T OPIA2j:NAGA| 

KICKDFF3 . . 

LEMMINGS 

LTILBIVL 

LOTUS TH^flOY ILOTUS 1 . 2. Jl 

MAN L/Tn PREMIEH LEAGUE CHAMPS 

MASTER AM ■ 

MEGARAC*- ., 

MICHOCOSU - - 

MOflPH 

MR RL-3BBV ■ 

nick faldcs o0lf 

pinballfajs-asies . 

OiBaTESGLTLD 

r-l ANFT FOCTBALL 

POWERDRIVE- 

FROJEC ' I S E * F17 CHALLENGE 

HIS* OF ThC HOBOTS 

SABRETEAM 

SECOND SAMCWI 

SFNSIBLE SOCCER ■ INTL EDITION 

SILEN THE SORCERIER . .. 

slfjERwAlkfr 

SUPEfiPHCG - 

TFS 

TOP GEAR 2 * . . 

thivlal PuRSuiT 

LPFD-lHlHV UNKNOWN . 

ULTlMATF 30DVELOAS 

;BOCV WC*l5 1 BODlf 6.UWS OAUCTC 

UNIVERSE 

VTTAL LIGHT- 

WEM6LET iNTEFMATONAL SOCCE«. 
WSfltDOJP GOLF-. 
ZOOL2 ...... 






MASTER 4KE|l MEG ■ 

UC^C MACHINES 

MONOFOLT 

MCH'»LKC«BAT|I MEG) 

MP BLOWY > 

NE^'WDFLDOF LEMMMOS [1 MEG). 

NICK FALD&BGOLF 

OMESTEPBEVCMDilMEGI 



C M 
16 9* 
1*431 
80 4* 
13.99 
19.99 
It w 



THE LOST TREASURES Of INFCCOM I 
30 CLASSIC IMMKCM TEIT ADiENTU8ES| 



1Ut 



THEME PAftH (1 UPG| . „ .a.** 

TOP GEAfl?(1 MEGl' 1B.99 

ULTIMA i |N0l-"'i 5 -98 

LlfllVERS* l'1 MEG) . .22.«« 

V AlHALLA I ' MLG • r 8 M 

VJALKEH .. 9°8 

WHEN TWO WOfUJS W« <1 MEOl - .21.48 



EMULATOR ALL0WINO BM PC 
_ APPLICATIONS TO BF USED ON TOUR 

A 1 200 WOR PWO RTH DEALS amiga. hjuue note mm tub is not 

SUITABLE FOR WINDOWS ORhOH END 
WDROWDBTH VI AGA '.VL^UPURI ISHER 
NEWjOW'PRICE I ' MB. EkTEHNAL 
DISK OH HAHD DRIVE REQUIRFD| 19 99 

WDHDWORTH V3a ABA WORD PUBLISHED 
THE LATEST AND GHEATEST VERSION 
OF TOP OUALITY 4V0PD PUBlvSHEH 
PACKAGE (2L* ESTERMAL OSti 
OR haHB DRIVE REOUlPEDl *•** 



DIGITAL VIDEO CD 



DIGITAL VIDEO OFF FOR C032 OB ZM 
FITTTfD WITH FMV APAPTQW _ 

SEE CATALOGUE FOP FULL P-FlE". - -» 
BOAUOVI- KEEP THE FA in 
DAVID BOWIE - THC VIDEO 

COLLECTION fRATEE. IS) ' 

FATAL A-1HACT ON I4.ATLL:. |i 

GHOST ^RATED15| .. , 

IN0ECENT PROPOSAL |R*TED 15) . 
QUEEN -GREATEST FLIK II II > 

STA« TREK VI (RATED PG> 

top mm (HATED PO) 

WAYNE'S HlORLD IRATED 1 tl 



APPUCATIONS HEOUIRES US DOS 2 3 
OP ABOVE (1 VB. INSTALLABLEl MM 

PIN PAL FASY TO USE WORD 
PROCESSOR. II MB.*J5TALLARJ=: 



28 '. 



FUBLISHER IPAGE JiyO„T PACKAGEI, 

iKll? 1 VB EMERHAL DISK 

OR HA=m DHIVE neDU'REC- 21-98 



FREE PRINTER LEAD 

wiTu ALL PRINTERS 
CITIZEN ABC 
PRINTER WFTH 
COLOUR KIT 157.94 
34 PIN 60 COLUMN. 
ifiiCPS.'SALOSL&'l 
OHAF1 tONT COMPLETE 
WITH FREE EAStTJTAIRI 
SOFTWAHE 
2 YEAR WARRAjNTV. 
PflfE WATCH rraHTHE35.W 
fORALHiKTEOFZfVQO 
CAHON BJ-iOfl BUBBLE JET PRINTER 
SO COLUMN. 24SCPS * TVPEFACES. 3. 
PR N"lhG VlODES ' YEAH WAPRANTT 



FUEI WATCH OFFER 
LUHttlD i>EBH3D 



EPSON LQ.1DC PRIMTEH 

?4 PIN BO COLUMN Rffl CPS,72 t Q. 

e fcnts e saleable:-, quiet sdm 

NDIHE .EVEL. EASY TO USE. CONTROL 
I PANEL. FREE PHINTER LEAD. 

I 1 VEAH WARflANTV. 1»,09J 

| EPSON LQ-150 PR4KTEA. 

24Pin bocOlumn, amcps-TgLCi. 

s FONTS 10 SCALEABLE I ilUlET 46 5DB 
N&SE LEVEL. EASV TO USE CONTHGl 
PANEL FREE PRINTER LEAO. 
1 YEAR WARRANTY. *04 9» 




taa.lt 

canon bj10-5x 
bubble jet 

PRINTER 185-99 
64 N0Z2LE. SO COLUMM 
1I0LQCP5 aLWJDFLAn 
FONT 1 YEAR WARRANT)* 

FSEf ^.HTiVrEPLfAI? 



PANASONIC 

KXP2135 COLOUR 

PRINTER 1 65.89- P 

2»PIN, BOGOLUMM. 

aWCPS,^ L0, 7 FONTS 

II SCALEABLEI 

FflEE PRIKTEF1 LEAD. 




WITH FREE WORD-WORTH WORD 
PROCESSOR WHILST STOCKS LAST 

ACCESSORIES 

CANON NICAD BATTERV PACK FOH 
BJ-iaExORELJ-1DSXPHINTER 39 .99 

CITIZEN PRINTER DRrVER KIT PCfl AHIOA 
SUITS AA.L WOFatpENCH VERSIONS FROM 
1.3 TO 3!: ENHANCES FflINT QUALITY 
CITIZEN SWIFT 3WW COLDUfl PflNNTER FH£lM CITIZEN SWIFT PMNTEflS 

li PIN. 90 COLUMN. 2 l6CPS,-72NL-a. SLCL'T G , lZ <-. Q.J-5TANP MQ RJSfJUlTS 1! *'- 

ORAFI FONT. AUTO SATT FACILlTf. J YEAR __,_„ ^»^~ma wmmn kit ktk ^TISBM IX 

uuaqdaaitv FHFF PPBNTElR LEAD IBS 99 CITIZEN rpACTOH FEED PUT FOR CITIZEN ABC 

PRINTER EASY TO FT HIT WHICH ALLOWS 



CrnTEN SWIFT L»C COLOL1H PRINT1R 

:i PIN 80 COLUMN. 24OCPS.*aNL0. SNL.Q 

FONTS i YEAR WARRANTY. 

FHSE PRINTER LEAD 1*5.99 



CITIZEN SWIFT 

ZHOC COLOUR 

PHINTER..219.99 

24 PIN 80 COLUMN. 

24CCP&BDLQ. SH-CJi 1 DHAFT 

FONT. AgTO SET FACILTTY. 

LCL> CONTPSCA. PANEL, 

2 YEAH WAPAANTV. 

FREE PRINTER LEAD 




CONTINUOUS PAPEH TO BE USED 39 99 

FOR OUR COMPLETE RANGE 

OF PRINTERS, LEADS, 

RIBBONS AND ACCESSORIES 

PLEASE REFER TO OUR 

FREE CATALOGUE 



BOOKS 



A-TRAlN DFF'CIAL STRATEGY GUIDE .. ■"■•-■■■- ; ■-•_■ "■' 

Ajy»GA'2iraiNSOERGUIDt:'.LLTCUNEEETOK»WlClNAI2fJO-| ... S» 

AHGA 1200 INSIDER GulDE-NEST STEP* ]3W 



1 2 99 

2 99 
'*' 
I ii 

■ LU 

r.H 



J(HGA A TO 2 C* WORKBENCH S INSIDER 0UOE 

AMIGA ASSEMBLER ;A BEGINNERS Oi-JlDE TO- PROGRAMMrH) ■ 

AMIGA i>CS REFERENCE GUIDE HTH EDITlONI ... ... -j- -, 

AMIGA GAMES -4NTS. T*S, CHEATS ANC A-iVENTHHE SOLDTONJ 
AMOS IN ACTEfJ(AGUlOF TO USING WOSVilTH EXAA*>LES| 
CtVlLI5ATHNriijiSEBOaKE.YSlDMEIEHS 

CQRISH CC44PUTEH GAMES GUIDE 

IHINTS. TIPS AND POKES FOR OVER 60O COMPUTER GA**S) 
LNCLANA JONES AND FATE OF ATLANT15 HINT BOOK 
WALKTHROUOH SDLUTlOtH (TEAM. WrTS. AMD FISTS PATHS) ... 

MASTERING .AMIGA AMDS „...,„,,.-„ 

IAJ3VAHCEO GUIDF TD THE AMOS PROGRAMING. LAN0UAGE1 

MASrEPllvTi AMGA3EGIPANERS 

MASTERING AMGA C 

MAS.7ER+G AM<3A PfiMTEflS . ..16.98 

HASTE HUG AUK3ADOS 3 TL-TOPJAL _ 

(GtllDETOOETrNGTPtMOSTRPBMAMlGADOSS: "T-9J 

SECRETS OF FRDNTiECFii'E 2. a ™ 

AHITNG HO^ PlAviNG-SAMES IN AM.QS 



vm 

it. jj 

1998 
14.8) 



MECADRIVE GAMES 

CHAOS ENOINE . . . . . 39 9* 
EASPriR-SSCO-JEK.FlFAl 36 99 
EARTHWORM Mi • ■■ .. 43» 

LION KING- 39 99 

MORTAL KOUBAT 2 ■ «SJPI 

PETESAMFHAJS TENNIS 36,99 

PGAEUHO"E«NTI>,JR . .. 2593 

HCLAOH*Sh2 18» 

STRiETS0FiRAjGE3 39 98 

TOE JAM I EARL 2 . . 2B.B9 
URBAN STRIKE . ... ■-. 36.89 
VWTUA RA.ONG 4».Bfl 

GAME GEAR GAMES 

COLUMNS »89 

FIFA SOCCiH . .. 29.89 

MICRO MACHINES WJ9 

NBAJAM •■ H)94 

PRINCE OF PEH51A 99* 

SQNC THE HEDGEHOG 18.99 

SONIC.2;. 12-99 

STAH W.ARS , . 24.A9 

- ■ NEW ITEM 



GAMEBOY GAMES 

Z,AS"^LVANIA j 16S 

DONUE''' KONG8AISG1- . 1**9 

MONSTER MA* - 23 99 

PINBALL DPEAW3 179* 

SUPER MARIO LAND 2 . . 19 89 
SUPER MARIO .AND- J . -19.99 

TETfllS2(SG| 19-99 

WOTiDClIPUSA^ . .. 21 it 

IELDA -UN>CS AWAKENING 19 80 

SUPER NES GAMES 

OONKEY KDNG COUNTRY * J9.99 
FIFA SOCCER * 8d 

SIMO'T l» W 

PGATOURflOLF .... 14 99 

SfJPEH METHOO 41J» 

STUNTRACERFX ■ ■■ 41.98 

STARrtlNG ■ 19 

MEGA MAN K 3399 

MORTAL KQA13AT 2 • .4949 

ROCK AND ROLL RAC*W -36.98 

CCSERT FIGHTER ■ • ■ 40.88 

ALL OFFASO.L UK VERSIONS 




TS AND ONE CONTROL PAL! 



AMIGA CD32 

CD BASED CONSOLE WITH A 1 200 

32.BIT POWER US OOC COLOURS FROM 

APALLETTEOf IS,) 1 MILLION, 

J H.B HAM. FAST 14 MHz 88120 

PROCESSUH PlAtSAiJDKJCDi'.'IaON 

SCHEEND>SPLAf AND DIGITAL VIDEO 

CDl WITH OPTIONAL PMVAPAFTDH. 

AMIGA CO-32 CRITICAL ZON1E PACK 

WITH WCRCCOSM. CANNON FOL1DER UBERATBh PHOJECT .>. 
ULTIMATE BO0/6L0WS, DSCAfl. DIGGERS AND ONE PAD 
AMIGA CD-3Z SPECTAL7ULAR VOVAGE PACK 

WITH MICROCOSM CHAOS ENGINE WING COMMANDER 
DSCAR. DIGOERS DANGEWOUS btbs 

- VERY SPECIAL DEAL - 

ALW A PLUS THREE PACK FOR CM! 

i(OM>WHEN VO_BUT ACD-:J2 0RSUPERAHGAC01 
CONTAINS ONE CQNTP.QL PAD. ELITE 1 AND 
TRIVIAL PURSUIT CT'i . . . . JUST Add .. 29.M 



FMV MODULE ■ NEW STOCKS EXPECTED IN THE NEW 

SKI EXPAMSIC.'J FOR HE^ROARO ETC - PLEASE ASK 
COMMODORE 
CONTROt PAD FOR CD-32 
13*) 

DYNAMICS CONTHOt PAH 
FOH CD.32 
I9JJI 
DUIGKSHOT SQUNDNATE 4 
STCRECl BREAKERS. PAIR) F-0P 
NMAW CD 32 CH PERSONAl S"ER£0 
VOLUME AND BALAMCE RASS AND 
TREBLE BOOST. *H-Wl MUSE 

SCREENMAT3STEHEL} 

SPEAKERS |PA«1| FOR AMIGA CD32 

OP PE«SClNA^ STEREO 

13.99 

9CREEH1EAT MAINS ADAPTDB 

FOR SCREENBiAT SPEAKE**? 

MEDIA LIFE CD FILE DRAWER .3C CAPACITY: 

AMIGACD32-ST TO STEREO 






HI-FI AUDIO LEAC 



— ~—± 




Wb 



w ttmcup 



SPECIAL RESERVE 



TMIMT UMKMDWH 



iVfrf - 
TIM! 






£11 



SETTLERS 

16,99 

G5S§§ 



SPACE LEGENDS SPEEDBALL COLL. F.1 GRAND PRIX 



11.99 



999 



15.99 



UFO ■ A1 200 

23.99 



SflV£ 



WORLD CUP YEAH '94 



20.99 



^ *?: i 



SUPER AMIGA. CD 
SX-1 BUNDLE 

ALL THE PCWEM AT* 

FLE SIRILITV OF -AN AMIGA. 

A 1200 COMBINED V.I7-H THE 

WPABlLlT.ES&f ACWS 

COMPRISES 

■cajj^juoNSOLL 

■SX-l EKPANSlON MODULE 

■ EXTERNAL -J i DiE.k WWW 

■ KFVBOASn Mf!:.:=.= X-=AD 
PLUFiUlCROCOSV CANNON FOOOEH. LIBERATION 

- = 3JEC T H. ULTIMATE BODY BLOWS. OS CAP AND DIGGERS 

I ICOES NOT INCLL.Lt MOUSE MAT OP MONITOR! 

jPC-RADEABLE BY ADDING 

. EUTHA 4 MEGABYTES OF Ft*M FOH SS 1 (119 99) 

i IHTEHNAL 2 5 1 HAHU UHIVL AIL:>: VERStOWt 

■*\ILL VKJI OH VIDEO [STTJCCJS ru./^^HTl 

SUPER AMIGA CO 5X-1 bundle 2j0 4B.fJ.00 

SUPER AMIGA CO SX-1 BUNDLE 3*54 

WITH INTERNAL &4 MB HARD DRIVE 59&.Q0 

TC ADC THE AMIS* €U12 PLLH PACK JUST ADD ...23.99 



ALL AMIGA A120Q"s INCLUDE 

MOUSE BLM.T IN T.' MODULATOR 

• < 'AfWABLE TO 10 MBFA3T M MHKK09 

^HOCESSOSNEW A&A [iflAPHICS CHIP SET 

MB.OM SCREEN COLOURS F*HM l«.?MtLON 

. CHANNEL SrFFtFOSOMNrjFiUII T Hi F.OPFY DtSKOfKVt 

3UL.T in INTEFNAL HAPC D^imE INTERFACE iiDE i 

AND » VEAR IN-HOME SERVICE WARRANTY 

AMIGA A1 200 2/0 

COMBAT INNOVATIONS ...350.00 
WITH WOROYVOHTH 20 A/AA 
DESKTOP PljbliSh£H he-HShOnal 
PA*IT Ft AGA. PAINT MANAGER DAY 
BY Mr. TOTAL CARNAGE. HRIAM 
n+E LION ANC IDOL Z 

AMIGA AEOO 1/0 WILD. 
WEIRD AND WICKED- 
PLUS LEMMINGS 2 220,90 
WW LfcMMINGS 2 QELU*E PAINT 3 
Tl GRAND PRIX PJ5H OVER I PUTTY 



•VERY SPECIAL DEALS* 

ADC ONE Ofl MORE OF OUR VERY SPECIAL PLUS 
PACKS WHEN VCKJ PURCHASE AN AHBg* 

PLUS FOUR PACK A1 200 

ELT- S BATMAN RETURNS 
I.FMMlN(iS ? a CIVILISATION AjGA 
JUS I ADC 19.49 



PLUS CHAOS PACK A1200 

CHAOS £NG N£ NIC*. FALDO GGLF. 

PINBALL FANTASY & SYNDICATE 









JUST ADD 15.99 

PLUS CHAOS PACK A60D 

CHAjOS ENGINE. NICK FAi-DO GOLF 
PINBALL FANTASY i SYNDICATE 
JUST AQC 10.99 





4 



BWFT T PM0 JOYPAD WITH 
TURBO Fl HE S 
AUTOFlRE 
Ml 
COMPETITION 
PflO EXTRA 
CLEAR 5.ASE 
MlGROSWlTCHeO 
WITH AUTOFlRE 
11 JM 

OLHCKSKQT137F 
PYTHON WITH 
AUTOFlRe 
9.M 

CHEETAH BUS 

UChtJSV'ITIXbL] 

WITH AUTOFlRE 

1199 

SCORPION PVUS AhiCAM 

WITH TURBO FIRE 

10. St 

QLIICKSHOT 

I2BF 

MAVERICK 1 

WITH 

AiJ-OFIRE 

11.99 

FHFFWHI-r-L 
STEERING 
WHEEL 

iuiG-Tai.: SuiTS 
MOST DfllViNQ 
OAME5 
SIjH 
5AJTEK M€GAGFllP £ W*TW 
AUTOFIFIE 
11.91 
SUPER PFM IIP 






STICK M*CFI05VVITCHEC1 WITH 

AUTQflRE 

11 98 

-DGlC 3 
JOYF^AD 
MCAOS* ICHB 
TURBO a 
AUTOFlflE 
IUt 
GUICIUCiY JET 
FIGHTER 

miChOSwiTChfJO 
AUTOFlRE 
12.V9 

SLIK STICK 
JOYSTICK I 
«.99 1 
KONUC SPEEIKllvG ANALOGUE 
JOYSTICK FOR AMI&A 
ENABLES PHOPDRTOhAL 
CONTROL ON SUITABLE 

SOFTyVAHE AJTQFIHE 
14.93 




(XiickjOy f-DOT PEOal 

FOR AMIGA Ofl ST 

WORKS IN CONJUNCTION 

WITH JOYSTICK! . MM 



TRAPDOOR MEMORY EXPAN5IQN 

}\'£< AMH3A ''AM NI^CtOC-K FQR Aftt'OR A500- 

B1WAMt9AFMM - nor* rap A5BDOP Asm. i 

1 MBA5O0 P1.UEF1AM UPEnADE I CLOCK 

I WBAHH RAW UPGRADE NO CLOCK *..... 

1 URASOfl RAM JPGHADE -CLOCK 

- MS =AM BQAPD FQH A IJ00 WITH CLOCK 

I ME-^RJFWMRJH A I 20(1. **ST JJUu FLOAT IWO 

POIN' VWlHi* ljr«fHlCS *C':F , FRATlOW . 23E99 



1T9» 



LEADS 

, ANTISURGE t vit.i 
MIJLTlPLUCL EXTENSION 



rtVMICT Tl-i CTCDCr\ 



iDGKET 1 

am 



w^ 



. .3 HIGH SHED HUD 

FM A1200 AND AiOO 



THE FASTEST DRIVE EVER HEvlEWtD B> CU 

3.S OUAjlITV IDE riA.HD DRIVE AVEHAGc AC;4tSS 

TIME VMS STYLED TO MATCH AMIGA EASY 

INSTALLATION- PLUGS WTO PCMCIA SIOT. AQ 

TOOLS AND 1 ■'EAR WARRANTY INOW FOH .Aflffll TOOj 




EROFUVE V :; 1 TO HH - 1 1 r HNAL HAH. Ll DRIVE FOR AMIGA A I30B OR A6O0 
v ! AiCi M6 EXTERNAL HAPO ORIVE FOR. AWIOA A1?l>JOR AEQU 



vmm 



INTERNAL HARD DRIVES FDR AMIGA A1200 & A600 

rtARO DRIVES HlOh SPEEOJ S" 0RIVE IF, MS ACCESS TIME lAPPROXl 
■ '€.*R WARRANTY KIT COMPLETE AND EASY TO Fr 0RIVES FULLY PREPARED 

NOTE THAT OPENING roUR AWIQA MAY INVALIDATE THE WARRANTY 

ihTEHNAt DRIVES FDR AMIGA AIIOO IMTIBNAL DRIVES FOR AMIGA ABM 

ive WITH JiK CACHE ... . 127.B4 64 MB WITH 33K CACHE liJFrt 

5 WB WITH 64* CACHE . 149 W OD KVH Wl 1 H E4K CACHE 149.99 

KMewitHE4KCA('JHb IB9.99 vm 1,13 W T-1 6»K CACHE 14S.99 




COMBAT INNOVATIONS SOFTWARE PACK FOR A12M 49.39 
CONTAINS ZUOL 2 BRIAN 1HE UOtl TOTAL CARNAGE 
WGfiDwOfiTH 2 AGA WOflD PUBUSHER. PERSONAL PAMT * 
ANDOAr BY MY PERSONAL ORGANISER 

UTNAMlTE SOFTWARE PACK FOR AHM 5VM 

CONTAINS WORCiVORT+H 2 n ATjA WOROPuOllSHEfi. DELUDE 
PAMT IV AGA (VERSION WWICK DOCS NOT REQUIRE EXTRA 
DRIVE*. PRINT MANAGER OSCAR AND MINIS 



ALFAHEGAMCVSE4W 

«JD DPI. HIGH 

OUALTTY MOUSE 



a 



EKLIFSE IWUSE. 
micrOsWITCHEB 
290 DPI ... ld.99 

LOGIC 3.1 



SPEED 
MOUSE 3WDPI. 

. v LHCi.vrL'ifcj 



s 



MOUSE MAT VjI TH 

socmge backing 
«jji 




m 



KSl SPECIAL RESERVE 

BRITISH MADE 
EFfTOR FREE DISKS 
PACK OF K SPECIAL 
RESERVE 3.5'DSDO 
DISKS WITH ^ABElSlt.H 



■■^_ rrawai 

ALPHA OPTICAL MOUSE 
FOR AMIGA 3O0OP1 NO 
MOVING P ARTS, VERY 
SMOOTH 
HJJM 



PACK DF ID SPECIAL RESERVE 
J 4 DSM DISKS WR"H LABELS i 
FREE PLASTIC FLIP _ 0»= DISK ROX 

DISK BOXES 

DISK BOX (TQI 
PLASTIC FU= TOP S.8( 
DISK BOX 3.5" (1M) 
U2CKABLE WITH 
DIVIDERS 9.99 

MEDIA LIFE FILE DRAWER 



Br 



STWKABLE LTCSCN. COMES FLAT PACKED 
I *^Hm PK CAPACrTY 

^^ ±y l-Sk-S . . . 1«.M 

P^| 10 capacity 

BCCS 15.99 



Hl-FlAUCO LEAD ■ AMtJ I.CDE.'S" TD STEREO 

1 1 S METHES ? t PHorga pllkhs to 2 s PHONO PluG5i 

CAN AlSO BE USED TDCOHftECT STEPEO ^lD€0 

TO HIR AND H Fl SEPARATES TOGETHER 3 *S 

JOYSTICK SPLITTER CABLE FOR AMItiA OH tl 
CW*ECT5 i JOYSTICKS TD 1PDHT. . T99 

RDTJOSMfT INTIHFAOE FOfl AMK3A OR 3T 

PLUGS MOUSE AN0 JOYSTICK INTO ONE PORT .. .14 99 

PORT EXTENSION AGAPTCfl RDM AMIGA OH ST 
IPACK.OF T'WOlEnTENDSeYJi r:M . .799 

.ANALOGUE JOYSTICK ADAPTOR FOR AUQA 

ALLOWS- AN> IVPIN PC JOYSTICK TO BE USED 

WITH GAMES THAT FEATURE ANALOGUE IONTR0L . ... B 99 

NULL MODEM CABLE iCONNECTS 2 CC**FVTE=iS 

l|JH ■![(£ 'OHEAD PWINOON CERTAIN OAMES SUCH 

*S POPULOUS fAwCON, KNIGHTS OF THESKX. 

FORMULA 1 GRAND PR X AND VHOOM! * '¥> 

PRfJTERLEADiPAHALLEL.II.SMETRtS i» 

SORT LEAD -AMIOJS CD32TO TO WITHSCAHT INPUT. 
REQUIRES TVVW1TH MANUAL SLAHT CHANNEL 994 

5CARTUEAD AMIGA TO TV WITH SCART INPUT 099 

TVLEADAF<IGACD-12TOSVHSTVORVIDE0 9 99 

2 WAX StflftT &SLITTER - ENABLES TrtQ 5CA.fTT 
LEADS TO BE SlVITCHFD INTO ONE SDCK6T_ 11 94 

POWER SUPPLY 
2XDLC AMGA PYJuxER SUPPLY iSPEC 
COOL RuNNihG TPaNSFORMERi . . 

COMPUTER CARE 

CLEAHNG KIT FOR COMPUTERS IW1TH VACUUWj 1899 
DUST COYER FOR 00 COlU*»J PRINTER jCLEAHl .. ..B 99 

PUST COVER FOR A12(XJ (CLEAR PVC} 344 

DUST COuEH FOR A«0 (CULAR PVCj 4*9 

DUST COVER FOH AKXJ OR ATARI ST HXEAHF r lrt;i £49 
DUST COVER FOP MONiTQS.lCLEARPVC: 699 

^KXJSE HOUSE "<AlA>Fl>;E X' 5~CFE VQLR MTJLSE) .. .4 99 

CONTROL CENTRES 

DELUHE WOf« CENTRES PLEASE PHDNE 

FflEUIERUNI CENTHE FOR AMIGA STRONG 
UNIVbKSAL STAMD FOR COMPUTER MONITOR 
STANDAND SHELF FOR EXTERNAL PERIPHERALS »99 

PREMIER UNI- CENTRE PLWS IEXTRA WlDEl 4499 

DlGlTlSERS. SAMPLERS 3k SCANNERS 

tl^hnosounc Tjnno i sound sampler 

REAL T «E SPECIAL EFFECTS WORKS WITH ANT 

AMQA 1 MB RAM REQUIRED .3444 

«Oi AMIGA ■■} AGA COMPATIBLE L*»TUHt!i 
OCLQUH IMAGES FHOM VIDEO OR CAMiOCOER 
COMPATIBLE WITH 'AKE 2. DEuJUE PAWT 1 

AND MOST ART PACKAGES B3B8 

iADEOMASTERFOF. A50OORAMKH VIDEO 

^il'J " i'.H ANU AUDIO SAMPlERiK*.^ 4S99 

_ ZYDECHANDX&CANNESFCflANY 
■k J AMlGA.lDO-iDODPIHKJhQUALTY 

k 1l ^^M RESOLUTION. 84 SIMJi A-ED 
J^L ^t GREvSCAlFS INCLUDES 

■ DAATASCAT* PHO SOF-rtAHE 99 99 

EXTERNAL DISK DRiVE 

LXlERNA^i' DISK DftVE FOR ANT 
MUM SONY-CITIZEN NEC+-ANI5M. 
B80K FORMA TTED, QUIET HQH 
QUALITY SLIM LINE CCLOUH 
MATCHED METAL CASE 
AND LONG HEAQH CABLE .... 4»M 



OVERDRIVE CD ROM 
FORA1200 ....... 189.99 

EXTERNAL C3 HOM L*" YE COMPLETE WITH 
INTiRf ACE |PLUC5»VTC> PCMCIA PQHT. HUNS 

MOSTEXismNG.op.3a softyvare. photo-cD- 

CD AUDIO .AND CD. GOIS^j DUUllLE SPEED 
MULTI-SESSION 0R>VE UNIT WITH MOTOR 5ED 
TRAY LOADING EKTEPWAL POWEfl SUPPLY 
IWCLLCtC AMIflA AND CD AUDIO CAN BE MIXEU 



SCART TV'S AND MONITORS 

SONY KVMI4QD 14" FST COLOUR 

SCART TV.mOJiTDR WITH REMOTE ODNTROL 

M CHANNEL TUNING REAR SCART INPUT 

TlEAWHONF SOCKET ~rtO POSITION TILT BLACK. 

THINITRQN SCHEEN ^QDP AERIAL FREE SCART LEAD 

SONY KYM140<KQREY) 194.M 

rfJ'TV KVM140(1(WWITE) 1lM,« 

SONY KYM1 401 BL FASTEST ... 144.99 

SHARP 14" COLOUR lTfl.w 

5CAHT TV.MONlTOH"llMHEMOTECONTRC\ 
4Q CHANNEL TummC. Rf.AR SCAHT INPUT, ON 

• 1-V1 AT ON OFF TIMER. FREE ECA«T LEAD 

FREE SCART LEAD mum stitfmsimi ^tai 3- meoaoim i op 2 opsaesi 
MICHOVI I tC 4438 
MULTI-SYNC MQNJITOH 

FOB AMIGA A I SDQ. A40B OR PC WITH 
STEREO S"EA«EHS AND AMGA ADAPTOR 

24 OUT PITCH RESOLUTION IS PIN HCxB 
JjIN PJJC iUTTI All AMIGA AGA AND ALL 
PC3CRE FN MODES TO SVGA 

1 YEAR WARRANTY 3M.» 





PHILIPS CMBB3.3 MKII 215.99 

JR. MONITOR YMITH BUILT-IN STEHEO 
SPEAKERS IREOLIIHE3 (.EAO> 
MONITOR .EAU - 2CO lOWMJldP 
MON'.iOR LEAD - COS? TO CMMM MKll 

AMIGA TO CMSBMi MKII. 
JAGLUH TO-M33iiMKII 
ATARI ST TO CMBSU MKII 

WOWVEl TOOMBJ3 MKII 



MONGOR ^EAD 
MOJITOS vfAD 

MONrroR lead 

MONITOR lEAD 
MON"OH _LAU 
MONGOR ^EAD 



S 90 



.9.99 



'2 W 
'I 'ill 




■ IV-II lil 



HUGE range 

FREE - 16 page colour catalogue - just phone 

0279 600204 




HUGE range of hardwjivs WtMlf*. hocki. ptripntrils and leoda lor 

PC. CDfimn, Amfga.CCJJ. S*9S.Ninl*h(K>, Aliri.Ap^l*, &fln^, Philips 

and JDO. All official UK p*o*lutf*, All *n heavily dhjcaunled prlceg 

Order by pott, Or by phone or come ta one of the Special Reserve 

0MH Mot rtlptn CLUB SHOPS IMKAWIHI 

43 Broornfiek) R-d CHELMSFORD mtr me cui sraiio'- 
The Mailings SAWMIDGEWOftTH iciji r« irmf stanor 

Over 200,000 people hove joined Special Reserve 



GAME GEAR* USE ♦ SONIC, 4 GAMES 89.99 



MEG ADRIYE WITH SIX GAMES ...82.00 

MEGA CD WrtH TOMCIT ALLEY AND • GAMES 
MULVTMEGA WITH TOMCAT ALLEY AND 3 GAMES 



SUPER NES- * MARIO ALL STARS ... ., .82.00 



GAMEB0T ♦ CASE * WARI0 4 KIHY 62.99 



IW.99 



PANASONIC 300 * TOTAL ECLIPSE 385.99 



rWEONLYSUPPLVMEttBERsiuTYOU^ 



Mt-rilxjift receive our4B-page Colour Clue Magazino t.-rtOnlhly 
I Each iesub reviews 3 selection fmm our exlensitfe range and includes 
f s1 iMIt £ 30 worn of coupons lor aatiH una! savings on lop OfOtfudS 
fj^errihens are under no abligBtian to ouy an/1hing 



'MEMBERSHIP FEES UK EC WORLD 

\SiXMOHWSTftm t.OO £.00 7.00 

| ONE YEAR 7,00 9,00 1100 

I MITUIHHlHMNifll)UWWTKfn»Llia*JU^^ 

! Cred it tgro* Uki 0279 400204 10 am ro 8pm Daily 

I All iinues incluOE VAT and 2-3 working day ca"i"ae to UK mainline 
I Soltware ardc«riph.r*lt in* aeni c,- past, hardware by Wntte Arrow 
| Ale* one or two days 1or proces&ng anrj dispUdi Ol siutk Men-. 

An order cDnlirm^tiom'daspelch *3vil&VAT receipt aim idow 

Hardware item} i.toHiiry •■>■ mams.' are only sueclied tolhe UK Tiamiand 

0™n)4ias t>'dera .Tii.st be paid by cnedil :ar: (nb nairjvxars wiounstttl 

Ov«nt«tt surchaige E2 CO pe' 9Dhrtare Men or 25% on olfier lens 

■ TOO! 



IBLOCK CAPITAl4.pl> 
Name & Address 



.Posicode 



i'L, p iu.. rial. D irf oi LL PCM 



Pnone Nd . 



Machine 



Etitair rt»niH5*rsrilp numtier (if applicable) or 
MEW M EMBERSHIP FEE {ANNUAL UK 7.W) 



asm 



nam 



Hi- 



Please usa ihis ixia In add any optional Ias1 delivery olMfg* 

IK 

ALL PHICES INCLUDE UK POSTAGE a VAT 

Cr^uwP.O.. , ADwss^Ma^Bi*araVSwltcfvViM. 



CREDIT CARD 
EKPWYOATE 



Sh5naTu*iE 



SWITCH 
• ISSl E NO 



Cheques payable 1o: SPECIAL RESERVE at 

P.O. BOX 847, HARLOW, CM21 9PH 

or FAX S cre-dM card order on 027S 726942 



c^C">^ VYl ■«*'■■« ** "i/"' u<l.w put. ird ctiiri ttttatr. jyn' -<*7'<al*v- SAVE . Snv™ d 
•«sa«w4«)»ii P^l^S &3FTHe:.r Ar rwt ui.fldNG fOfflESS C*.lJ*4i_JaE 

lAlfr/MKUlK LK. 



2 SOifll Btoi*. Th< PJUhnp 5#«n«9fi«.:il' Hill* OM»1 'iFf; 



*>f HAVF WHAT IT TflKL'd 
rOUUILU AdHLAI I 'I 



DIYPC 



PRICFS "NCI MOF 
JAI AND LAKH AKJ1 



SNE5 TCCMSflaa MK! .......1SU 



484 DX 2 bb I'fl TOWER BASE UNIT 679.99 

• MICROSOFT DOS 4-2 Mil. WIMDOW5 3.11 ...19.99 

ivca eoLoua monitors fiom ,. ... 1*9.99 

lOl RtfV »QM 22.99 

cd kom omves from ... „. ... 109.99 

IHTfHHAL IDE HARD DRIVES FROM ... .139.99 

« MR RAM EXrAHSION FOR K 129.99 

MOUSE FOR K 290-29OO DPI 10.99 

SOUND CARDS FROM JUST „ ...39.99 
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ello. The fess obser- 
vant among you 
might not notice a 
change this month; but if 
you grab a copy of the last 
issue of The One, and com- 
pare the photograph on the 
left, you'll see that it's not 
Simon any more. It's anoth- 
er balding, boggle- eyed 
slightly -paunchy gimp with a penchant for using 
the word 'pants'. Er, me. Andy's the name, 
Amiga's the game. You might remember me as 
dep ed. to Mr Byron. Now I'm 'acting' editor, 
which means that I've got to prove to my elders 
(see left) that I can 'cut it with the big boys', or 
something, before I can firmly press my trousers 
into the dark and fluffy recesses of the Editor's 
Chair, And with a Welshman in charge, who 
knows what will happen... But don't worry, The 
One will remain Britain's second least popular (and 
climbmg) Amiga games magazine. 

Andy Nuttall, 
acting editor. 



4 CONTENT5 

And, quite probably, 100,000-odd discontented 
readers. Fortunately for us, this is not a democracy. 

6 BOOT SECTOR 

Not a shoe shop, incredibly. The term 'boot' is used 
rather cleverly by us in the context of 'starting up' 
your Amiga. With our excellent coverdisks. 

8 NEWS 

More than one 'new' for you to enjoy here, and 
knowing our luck, quite a few 'ords' as welf. 

12 LETTERS 

More than 12 actually. We confidently predict that 
you will have corresponded with us utilising the 
entire alphabet, you amazing brainboxes you! 

16 COMPETITION 

Virgin has given us 10 Simba-tastic 
Lion King goody bags to give away. 
Because they don't want them. 

19 ONE ON ONE 

Is, mathematically, 191. 
Unfortunately this fantastic fact 
doesn't stop Matt asking the amaz- 
ing John Twiddy some pretty damn- 
fool questions. 




26 WiPS 

Just joking. There are four Work in Progrii for you 
to chew on this month, but they're big, juicy and 
done to a turn, so that when you stick your fork in 
them, lots of blood streams out and mixes with the 
gravy. Yum! 

39 REVIEWS 

Er, quite close, but in ad verisimilitude, 12 is nearer 
the mark. Twelve eh? Written out like T-W-E-L-V-E 
it looks like a lot more, doesn't it. Also, i am 
reminded that there were 12 Apostles and they 
were all pretty good, weren't they. So, er r The 
Twelve Reviews, They're apost-tasty? 

70 UPDATES 

Again, this is a bit misleading, as there are in fact , 
four Updates. But J have it on the very best authori- 
ty — okay, Matt — that they are 'completely fab*. 
I have my doubts. 

73 REPLAYS 

This is wearing a bit thin. The fact is I haven't got a 
clue how many replays there are, but this young lad 
on work experience had a whale of a time down in 
Amiga Land's bargain basement, so you'll have to 
see what he has to say about them. 

78 KILL ZONE 

This is where the tips are, No one has ever died 
here, except metaphorically that is, desperately try- 
ing to dream -up exciting ways to say 'tips'. Again. 



THE LION KJNG....26 

Bh'mey, two childrens' animated classics in con- 
secutive months. After the superbnessness of 
Aladdin, will Virgin be laying claim the platform 
crown again with its latest Mega Drive conver- 
sion? Andy Nuttall walks naked into their den 
and asks. 
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GAMES FEATURED IN THIS ISSUE 



MORTAL KOMBAT 2-.„32 

AccJaim's er, acclaimed sequel to the best ever beat- 'em up (?) is just about 
here. So read the preview, play the cover demo and join in the blood festl 




86 CLASSIC TIPS 

Not, as you may suppose, a box of 'Or. Sponge's 
Original' cotton-buds ("... kind on your ossicles, 
tough on unwanted wax") but a brand new series 
featuring some old tips to some old games. 

94 PD ZONE 

This is a much better description. You'll find lots of 
PD games reviewed by Matt on these pages, and 
they will afl have appeared in 1994. 

92 COMPETITION 

Win a UFO! With MicroProse. No really! It's big and 
sort of cigar shaped. It glows all orangey at one end 
and smoke pours out and everything, but all you 
can hear is a sort of faint hissing because the 
aliens use some amazingly advanced power 
source to travel between the stars, (Er, no Haz, 
that's me. It is a cigar. I'm smoking a cigar — 
Andy.). 

96 RECOMMENDED 

Forty of the best games ever. Described, rated 
and then squeezed into tiny, wee design ery 
boxettes by Jo-jo. And very nice they look too, 
my dear. 

98 NEXT MONTH 

Who is? Mother Teresa? That old astronomer 
fella who is 'The Gamesmaster'? No it's where 
we try to avoid saying what will be in the mag 
next month. Why, because we don't have the 
foggiest idea that's why! Apparently lots of 
you hate this page. If it's any consolation, so 
do we. 
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CANNON FODDER 2 



CRYSTAL DRAGON 



EMBRYO 



FIELDS OF GLORY 



JUNGLE STRIKE 



THE LION KING 



LORDS OF THE REALM 



MIGHTY MAX 



MORTAL KOMBAT 2 



MORTON STRIKES BACK 



PGA EUROPEAN TOUR 



PREMIER MANAGER 3 



SENSIBLE GOLF 



SUPER STARDUST 



UFO ENEMY UNKNOWN 



ZEEWOLF 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



CANNON FODDER 2.... 40 

War. Or indeed, Kampf . Donner und 
blitzen, if those Sensible Sturm beinfuhrers 
haven't done it again mit the sequel to 
the only game which has done more than 
anything since crazy pop combo 
Kraftwerk to put the FUN back into the 
HUN. Only this time it's with aliens and 
bags of time travel. War!™ Ooh it's a lark. 
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OOT SECTO 




It's Cyborgs versus 
martial arts blokes, as 
two of the naughtiest 
beat-'em-ups meet 
face to face on the 
cover of Britain's 
beefiest Amiga mag. 
Play both of these 
blinding demos and 
discover which is best. 
Matt's paltry salary 
has been used to sol- 
der spikes to our 
metallic mateys, 
and the contents of 
Andy's piggy-bank 
have been sewn 
into the towely 
hem of Bruce Lee's 
gie. We r who are 
about to die, see 
poo-poo. In your 
pants. 



RISE OF THE ROBOTS 

rage (Mot A500 compatible) 




M 



oshf Bosh! Bocko! Yeah r 
that's right, the biggest, 
hardest robots ever have 
joined together to beat the hell out 
of you, and we've managed to per- 
suade two of them to come on to 
gur EXCLUSIVE! couerdisk for your 
august pleasures, 

If I said that ED -2 09 out of Robo 
cop papped his pants when he saw 
Rise Of The Robots, I wouldn't be 




INFORMATION: The Electrocorp Cybernetic Organism model ECO 35 2 
represents the ultimate development in full biped android. The Cyborg's 
chassis engineering and power system has endowed the ECO 35 with 
considerable strength, many times greater than that of the resident 
human CPU's original body. It has been observed that this feature tends 
to greatly increase the Cyborg's self -confidence and aggression poten- 
tial, malting it a formidable combatant, ideally suited to hand-to-hand 
combat, 

STRENGTHS: Agility. Intelligence. 
WEAKNESSES: Human CPU, Can suffer mental fatigue. 



FIRE 

Punch/ 

Kick 



LEFT 

Shuffle 

towards/a 

way from 

opponent 

(away = 

autoblock) 



UP Jump 




RIGHT 
Shuffle 
toward sis 
way from 

opponent 

(away = 
autoblock) 





MOVES: 

FIRE: jab 

FIRE AND UP; Flying kick (also 

towards and away) 

FIRE AND DOWr Low punch 

FIRE AND AWAY: Kick 

FtRE AND TOWARD Big punch 

FIRE, DOWN AND TOWARDS: Low kick 

DOWN AND AWAY: Crouch autoblock 

SPECIAL MOVES: 

DOWN, UP THEN Fl 

Turbo Head Butt 



Shoulder Barge 



INFORMATION: The Military Class Druid (Code Name: The Exterminator) 
has been designed specifically for combat and security applications. The 
Exterminator is Electron arc's generic combat class robot, and has 
become the standard machine in all the planet's military organisations. 
The Exterminator has a titanium alloy skeletal chassis with laminated 
polymer mouldings protecting all important components. Extra armoi 
is carried on the thorax to shield the CPU and central power supply. 
STRENGTHS: Speed, Tactical intelligence. Heavy blow force. 
WEAKNESSES: Vulnerable CPU housing. Vulnerable limb joints. 

MOVES: 

FIRE: Jab 

FIRE AND UP: Uppercut 

FIRE AND TOWARDS: High kick 

FIRE AND AWAY: Spin kick 

FIRE, DOWN AND AWAY: Low kick 

FIRE AND DOWN: Low punch 

DOWN AND AWAY: Crouch autoblock 

SPECIAL M0VE5: 

Cyber Slash 

Catapult 
Spin 
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lying {well actually I would, but let's 
pretend) so grab yourself a jolly 
chum, get two joysticks, and pre- 
pare for war. 

Obviously, the cinematic anima- 
tions in our demo are neither as 
smooth nctr sexy as the CD32 ver- 
sion, but suck on this for a while and 
you'll know why we're getting all 
frothy about next month's review. 

For our EXCLUSIVE! demo (did I 
mention that it was yet another bril- 
liant exclusive from your favourite 
mag?} we've managed to get hold 
of both The Cyborg and The Military 
Droid for a head to head like never 
before. Grrrr! 

The rules are quite simple, just 
make sure that you are victorious in 
two out of the three bouts within 
the set time limit, and YOU ARE A 
WINNER? As well as the many moves 
detailed below, you can also hit at 
varying degrees of power by hold- 
ing down fire before executing each 
move, The power bar at the top of 
the screen newt to your Energy bar 
shows you just how hard your next 
connecting attack will be, while the 
amount of shrapnel flying across the 
screen gives a more visual duel 

Other than that, just sit back arid 
enjoy. Have funl 



* Some Amiga 500 owners may 

experience problems when run- 
ning th* fifse of the Robots 
demo on their machine. Because 

of the quantity of graphics 
which need to be stored in mem- 
ory, aii Amiga model with at 
least 1Mb of Chip RAM, such as 
the ASOQ + . A600 and A1 200 will 
be required to run the demo. The 
On* apologises for any mconve 



LOADING YOUR Dl 

1, Growling menacingly, rip 

(quite violently) the mega disks 

from the front cover. 

2. Taking no nonsense from an 
one who gets in your way, 
the disk of your choice rigjL 
where the sun don't shine (i# the 
disk drive). 

3. Follow any an- screen in* 
tians. and get ready for th 
of your life 

4, Take that! And that! Oof! 
Clumpf! Exclamation mark!. 



MORTAL KOAABAT 

Acclaim (requires 1Mb) 



Yes, The One has done it 
again! After Sens/ World of 
Soccer, Aladdin, Kid Chaos, 
Ruff 'n' Tumble, Putty Squad — and 
lorry- loads more, we now bring you 
the sequel to one of the best beat 
'em-ups ever: Mortal Kombat II- 
Exclusively! (Tootle, tootle, parp and 
with an amusingly strangled rasp to 
finish — that's enough blowing 
down our very own, highly polished, 
trumpet chaps — Harry). 

Set after the end of the original 
Mortal Kombat tournament, in 
which several of the contestants met 
with a bloody end, the sequel 
returns with a new tournament- The 
evil Shao Kahn, the supreme ruler of 
the Outworld, stands waiting for 
you: but before him are 12 warriors 
who you must destroy first. 

Although in the final game you 
will be able to choose any of the 12 
characters to play, in this demo ver- 
sion you play Liu Kang, a young 
fighter with all-round skills. 
Fighting an alter-ego of your- 
self, you can make use of Liu 
Kang's four Special Moves. 
which take practice to perfect 
but they're very effective. 

The idea is to win two out of 
the three bouts with Liu Kang, 
The green bar on the top left 
shows your remaining energy 
— as the green disappears, your 
energy is sapped; and when it 
disappears, you collapse on the 
floor and start to bleed. If you 
win a bout, a tiny Mortal Kom- 
bat logo appears underneath the bar 
to record your victory. 

If your opponent wins two bouts, 
the words 'Finish Him' will appear, 
and he will almost certainly perform 
a Fatality. Each character has at least 
one Fatality move, which finishes off 
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Liu Kang 

After winning back th* Shaolin Tournament from shang 

Tsung's clutches,. Kang returns to his temples. He discovers his sacred 

home in ruins, his Shaolin brothers, killed in a vicious battle with a horde 

of Outworld warriors. Now he travels into the dark realm to seek 

revenge. 

Special Moves 

Standing Fireball Towards - Towards - Fire 

Crouching Fireball — Down - Dawn ■ Fire 

Flying Kick — Away ■ Towards - Fire 

Bicycle Kick — Hold fire for 5 seconds 




With fire: Ooof ! 



AWAY 
ftttreat. 

With fire: 
Biff! 




TOWARDS 
Advance. 
With fire: 
Bang! 



DOWN 

Crouch. With fire: Bocko! 



your enemy with a blood-splatter- 
ing flourish. If you win, you can also 
perform a Fatality move, but we're 
not telling you how to do it- We will 
say, though, that if takes a compli- 
cated selection of joystick manoeu- 
vres; so get fighting and find it out! 



The Small Print Bit. 

t. Whilst we here at The One make every effort to check the coverdnks 
for alt known viruses, we can accept no responsibility for damage caused 
by viruses, which may have escaped our attention. 

2. The One and its retailers are not liable for any unnotified changes to 
the contents of the cover disks which may occur. 



WHOOPS! 

Due to the large number of dupli- 
cate disks made, the occasional 
one sits very still, doing very little. 
If you're unlucky enough to get 
one of these, please except our 
humble apologies, but PLEASE 
DON'T SEND THEM TO US! 
Instead, send then to this address 
with a SAE for 2Sp: 
The One Coverdisk Return 
Dtskxpress, Unit 7, 
Willow Court, Bourton Industrial 
Park, Bourton-On-The-Wa. 
Gloucestershire GL54 2HQ 

Once you've done this, sing a 
happy song and wait until your 
replacement disk arrives. If you 
think that your problems can be 
solved down the phone, (no per 
sonal ones please) call the Diskx- 
press helpline on {0451 ) 810788 
between 10am and 5pm on week- 
days. That's the way I like ity 
baby, 
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WHAT IN THE 

WORLD OF AMIGA 



The thumb-twiddling of the 
remaining Commodore 

team has stopped while 
preparations continue for the 
World Of Amiga show in December. 
The event, which takes place at 
Wembley Exhibition Centre from 
December 9-1 1 r will be the first 
Amiga-only show for over two 
years. And according to Com- 
modore the response has been fan- 
tastic. 

David Pleasance, Commodore 
UK's joint managing director, said: 
"Judging by the response from 



David Pleasance... in 'open your 

wallets and say after me... help 

yourself mode. 





potential exhibitors and the ticket 
hotline, everyone welcomes the 
show's return " He added that two- 
thirds of the space has been sold 

Just like its forerunners the 
World Of Amiga will be a 'buying 
show'. Visitors will be able to take 
home software, peripherals and 
add-ons. However no one's quite 
sure if there will be any Ami gas 
available by that time. Other attrac- 
tions include Software City for 
games testing, a publishers' plaza 
at which to meet Amiga magazine 
editors, and the ACE Village for all 
the latest developments in multi- 
media and music. 

To top it all Kiss FM will be broad- 
casting live its unique range of hits 
by contemporary beat combos. 

Tickets cost £6 for adults, £4 for 
under 14s and £15 for a family of 
four. There's a hotline on 01369 
7711 - callers qualify to win a TV or 
tickets to see a favourite band at 
Wembley. 

* Commodore latest... Following 
last month's No News shocker. The 
One can exclusively reveal a Still No 
News sequel. The creditors are still 
making their minds up about who 
to give control of Commodore to. 
The Maidenhead team are still hop- 
ing it will be them. And David Plea- 
sance (left) has gone on holiday. 



miga footy fans beware 
a floppy version of Fanta- 
i sy Football League will be 
released at the end of November to 
ruin your Saturdays. No longer can 
you sit back and hope that your 
team won and Arsenal lust Those 
were the days. Playing Fantasy 
Football Manager means looking 
out for the performances of a crew 
of your 11 chosen players. Players 



IN CRITICAL 
COIMDITI 

n the void left by I 
Commodore, it has 
_ been up to so-called 
"third parties" to put 
products on the shelves. 
Step forward Silica, and its new 
CD32 pack Critical Zone. 

The bundle continues the trend 
for Amiga packs which are filled 
to the brim with software. Criti- 
cal Zone features seven titles, 
including the stonking Cannon 
Fodder and Project X. There's also 
the game which The One 
described as the best ever for 
CD32 r namely Mind scape's Liber 
dfVari, and Team 17 J s fearsome 
beat- em- up Ultimate Body Blows. 
The bundle is completed by those 
three faithful standbys Micro- 
cosm, Osc.it and Diggers - 

The pack is launched at a good 
time for Silica. As well as being 
upgradeable to full motion video 
the CD32 can now also be housed 
with an SX-1 module, which 
enables it to emulate an AI.'UU 
with keyboard jnd peripherals. 

Ken Browning, Silica's sales 
controller, said: "Because the 
CD3 2 can now be upgraded, we 
expect to sell many Critical Zone 




CD32... critical condition? 




.**» - 






packs to customers who ar% inter- 
ested in programming and produc- 
tivity in the future — a future that 
other consoles just can't offer." 

Silica has just launched Critical 
Zone under the brand name 
Amitek. It is available from all the 
company's stores, and via mail 
order priced £249. 




get three points for a goal, two for 
an assist and, if they are defenders, 
four for a clean sheet (or deducted 
points fgr goals conceded), It's hell! 
But here's a tip. Don't buy Arsenal 
defenders. It'll only make you want 
the bores of Highbury to win carries 
without letting in goals, That's 
against human nature. 

Fantasy Football Manager costs 
£29.99 and is published by Anco. 




eceiving a game for 
review is a joy at the best 
of times, but receiving the 
forthcoming football extravagan- 
za Sensible World of Soccer was 
an indescribable experience. Suf- 
fice to say, though, a lot of pant- 
wetting went an. 

However, the version we 
received had a couple of. we 
think, crucial elements missing. If 
a player gets red carded, for 
instance, he doesn't yet receive a 
suspension; while the injuries and 
much- vaunted 'physio' character 
have yet to be included, Jon Hare 
of Sensible promises that they will 
be in place for the 5th December 
release, but after a few days' 
extensive playtesting we decided 
to put the review back for a 
month. 

So, you'll find the definitive 
review in The One's January issue, 
released on the 22nd December. 
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' ulcan Software 
expects role play- 
ers to be trem- 
bling in their hauberks at 
the prospect of Valhalla: 
Before The War. After 
five months in develop- 
ment, this prequel to Val- 
halla And The Lord Of 
Infinity is set to arrive in 
January. It comes on six floppy 
disks, and will feature a 1,000 
word vocabulary and four "mas- 
sive" levels. 

Vulcan had originally pegged 
the game as a two-level budget 
item, but changed its mind when 
it realised how well the project 
was coming along. As for the 
story, well it's vintage adventure 
codswallop. The hatred between 
The Lord Of Infinity and his broth- 
er Garamond The King of Valhal- 
la (why not call him Colin?) is still 
boiling over. Needless to say you 
stoke the fires and murder a lot 
of people — but it's unclear exact- 
ly how many, if any., other char- 
acters will be in the game. 



A POUND OF 
SHAREWARE 




Cornflakes. Butter. Half a 
pound of mushrooms 
Some cheddar. A large 
white sliced. Shareware. Could 
these be the contents of the 
shopping basket of the future? 
It could if Wholesale Public 
Domain gets its way. And soon- 
er than you might think too. 
WPD is a long-standing share- 
ware distributor in the UK — it 
claims to sell over half a million 
disks in nationwide every year. 
Now it's all set for a winter push 
which includes putting its prod- 
ucts on supermarket shelves. 

WPD's games and productivi- 
ty software comes on the Amiga 
and other formats. The compa- 
ny handles product from com- 
panies like Epic Mega Games, 
Apogee j Software Creations and 
best of ail Id, the makers of 
Doom (but not on the Amiga, of 
course. Or is it?), WPD boss 
David Rush said: "You can buy 
shareware in supermarkets in 
the US and there's no reason 
why that shouldn't happen 
here," 
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SSI SAYS YES TO 

MINDSCAPE 

Big name games developers are being passed around these days 
like fags behind the bike sheds. The latest manoeuvring^ led to 
US role-playing games and simulations specialist SSI being 
bought by Mindscape for £11-5 million. 

The deal takes forthcoming titles like Dark Sun and Panzer General 
away from former UK distributor EA, Mindscape has also snapped up 
the French developer At reid Concept in the same week. These certainly 
are eventful days for the Sussex-based publisher, which only got its old 
name back in October having been given the less- than -snappy handle 
'The Software Toolworks' for a year or so. 







US Gold's parent company 
CentreGold has snapped 
up Core Design — but the 
top UK development house is still 
looking towards Commodore itself 
to decide where to go next on the 
Amiga front. 

The Derby-based company cost 
CentreGold over £5 million. It has 
a confirmed place in the Amiga hall 
of fame having produced hits like 
Heimdall SI, Darkstone and Ban- 
shee, However, Core says it is wait- 
ing to see how things turn out in 
Maidenhead before it adds to this 



glorious roster. 

Core's Richard Barclay said: 
"People usually buy software if 
they've bought a machine within 
the last year. If Commodore can 
sort its problems out we'll look 
again at our own plans." 

The injection of cash from Cen- 
treGold certainly gives Core the 
scope to do some interesting 
things. For now let's look forward 
to the current Amiga line-up Skele- 
ton Krsw, at the end of November, 
next year's Dragonstone, and 
another as-yet-untitled adventure. 



TARZAN TO GIVE 

VERDICT ON GAMES MARKET 

ou might not see too many Heseftine, and his colleagues at the 

of them in the arcades, but Department of Trade and Industry, 

government civil servants It's up to Tarzan to decide whether 

are going to have a lot to say about he thinks games makers are ripping 



games in the next few weeks. 
From January to October 31 



everyone off. 

No one is allowed to say what's 



1994 the Monopolies and Mergers in the report until Heseltine makes 

Commission (MMC) set about a public statement. But the word 

investigating the industry in full, on the street is that the industry 

The MMC had been instructed by will basically get a "not guilty" ver- 

thc government to look into the diet. The main focus of the investi- 

way games are made and sold gat ion was always Sega and Nin- 

becau se of ali the complai nts it had ten d o a n d , let' s face it, they ' re j u st 

received from unhappy parents, not as invincible as they were a 



punters and even retailers. 



year or two ago. Machines like the 



After months of interviews the CD32 have risen in competition 
MMC handed iti report to Michael with them. 



21ST CENTURY 

GETS ITS 

TILTS OUT 

ere at The One we're 
proud of our abilities in 
the wrist department 
which is why we're positively 
quaking at the news that Pinball 
Illusions will be arriving any day. 

This will be the third install- 
ment in the superb Pinball series 
from 21st Century, so it has a lot 
to live up to. The first two games 
Pinball Dreams and Pinball Fan- 
tasies have sold nearly one million 
copies on Amiga and PC platforms 
worldwide 

21 st Century says Illusions will 
feature new tables including 
Extreme Sports (with obligatory 
bungee jumps). Law 'n' Justice 
(with cyborg cops) and — for the 
gentlemen — Babewatch. You can 
imagine- Among the new features 
is a thorny three-ball play. 

The A1200 version should be 
out now (November 22) and the 
CD 32 version follows on Decern 
ber 5 Both are priced £29.93. 
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4 Production of Data Design's 
Zonked! (Reviewed in our i 

November issue) has run into 
trouble because its two 
programmers are always 
plastered when they turn up for 
work. Contrary to rumours, their 
state has nothing to do with 
empty bottles of Thunderbird- 
No, both boys have broken their 
arms! However, Data Design still 
expects the project to arrive on 
schedule on December 2nd { 

thanks to some determined one- 
handed logarithm input. ' 
Opening a bag of crisps could 
prove a little more tricky... 

• No broken arms at Gametek as > 
far as we know, but something 
has still prevented the eagerly 
awaited Frontier: First i 
Encounters from shipping in 
November as planned. This third 
installment in the Elite series ( 
was to be Gametek's shot at the 
Christmas premiership title. Alas, i 
we'll all have to wait until 
February for the massive space- 
sim to hit the shelves on CD32 
and floppy formats. The problem 
is apparently a rethink over the 
game's design... 

• Fancy yourself as an arcade 
icon? Let Nazrac The Eliminator 
be the judge. The mysterious 
Nazrac is "sponsoring" a 
'Galactic tour', taking in eight US 
cities and London, to find a 
champion of the T-MEK arcade 
machine — which you can see in 
London's Trocadero on 
December 2nd, 3rd and 4th. F- 
MEK's maker, the giant Time 
Warner, describes the machine 
as "the next generation of 
interactive entertainment". 
There's a lot of that about 

• Trouble is brewing over 
Kom part's highly-rated footy 
game Football Glory. Sensible 
Software, maker of Sensible 
Soccer, has accused Kom part of 
producing a lookalike game. 
Sensible's Jon Hare said "it's 
trying to trade on our success. 
We've got a problem with it." A 
week later Kom part's Duncan 
Lothian wrote to the games 
business bible CTW to defend his 
game. He said the fuss was 
proof that "Football Glory is 
^v frightening the opposition." 
\ Could be an exciting second 
half, Brian... 



CRYO'S 

COMMANDER 
FOR AMIGA? 

The aim of Commander 
Blood is no less than trav- 
elling back to the Big Sang 
itself. No, that's not the 1987 
Stock Exchange version. Nor is it 
the Swedish film of 1974 with the 
dodgy saxophone music. No, Com- 
mander Blood wants answers only 
Steven Hawking's version of the 
Big B can give. 

The game starts with cosmic 
tycoon Bob Morlock seeking 
answers to life. He sends the Com- 
mander (that's you) through a 
manufactured black hole to get 
them. There are five universes to 
cross and an intelligent com 
puter to help you do it 
This game, from 
crack US developer 
Cryo, is set for a PC 
CD-ROM launch by 
Mi ntf scape in Decem- 
ber. But (and this is 
the relevant bit) there 
are rumours of an 
Amiga version on its 
way. Watch this space 
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(■*) 

Q(1) UFO 

(WlkraProse) 
Q{2) Super Stardust 

(Team 17) 
Q(— ) Club Football 

(Software Business) 
£) (— ) On The Ball 

(Daze) 
Q(5) Guardian 

(Acid) 
Q (4) Skidmarks 

(Acid) 
A (7) Beneath a Steel Sky 

{Virgin) 
Q (6) Kick OH 3 

(Anco) 
tf) (8) Arcade Pool 

(Team 17) 



STANDARD GAME 

—i here can you find missiles, whales and gorgeous texture map- 
ping? Easy. In MicroProse's latest underwater blast em-upSufc 
War 2050 For the underwater enthusiasts among you Sob War 
2050 jJiemllll ■ rare treat There are four campaigns to complete, with 
seven to 12 missions in each Strategies differ from straightforward sab 
otage to information gathering and rescue missions. Blow up the hull and 
watch those whales escape! 

Your progress through the game is linear, so you can't play level six 
without completing five You can, however, swap between campaigns. 
MkroProse. which developed the game in-houso, describes the game as 
"beautiful to look at". Hurrah, then. 

Sub War 2050 dives on to the Amiga «ene on November 25th, priced 
£34.99 on the A12G0 and CD32. 
^^^ * Rather less exciting is the news that MkroProsc's 
^W triormuusly successful god game Cofoniiation won't 
arrive on Amiga until next summer, Programming 
work on converting the Sid Meier special cant 
i begin until Christmas. Poo, 
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Whales eh„ what a crap plac* to liv*. 



AMONG THE LEGENDS 

e/cte-loving Amiga fans will The player assembles his own DIY 

descend upon the feast that time machine, and sends his soul 

is Krisaliss Legend, and fill back to inhabit earthlings in histo- 

their boots, This role-playing game ry, Then it's a test of nerves and 

borrows some elements from the brains to locate the missing kit, tool 

Nintendo classic — but don't up and fight the aliens in the last 

pounce just yet, its not due until level, 



, w „ 

next Easter. Rot herh am- based 
Krisdlis has designed a 3D adven- 



The four quests take place in 
Ancient Egypt, Ancient China, 



ture game which it hopes will be Arthurian Britain and among Amer- 

timeless, In more ways than one, ican Indians in the Wild West, Don't 

The basic premise is very neat worry too much about your history 

indeed The world is a mere alien though: Krisalis hasn't. Legend is a 

experiment, and the aliens are pretty light-hearted affair. The 

bored because of the peace which Round Table in the Authurian zone 

has broken out there So, to shake is a giant dartboard and the fella 

things up a bit, they send gadgets standing by it looks suspiciously like 



and weapons back in time. 



lim Bo wen. Great, smashing, super. 











This game s 

is not a matter 

of life & death... 







t's much 
more important 



than that... 



Premier Manager 3 is the definitive football management game, 
and the climax to the most successful management simulation 
series in football history, 

A whole range of exciting n*w features have been added to the immensely popular Premier 
Manager interface, which now includes: 

• Thefuropean transfer market. • New match display feature and user definable tactics. 

• All the latest up-to-date squad listings. • All the key European and English competitions. 

• Three modes of in -match animation to help in game decision making. • New 'Player Loan- 
facility. • Assistant manager appointment, • Direct instructions to squad members. 

• Up to four independent stouts. • Squad strengthening loans. • Full graphic ground 
improvements. • Comprehensive match reports. • Detailed results and player/manager 
information service. • Manager of the month award. • Mid-season dismissal. 



Premier Manager 3 is the only game exclusively compatible with the new Premier 
Multi-Edit System™ the complete information editor AVAILABLE SOON 

"You'll never need another management game...ever!" 

Please send me my FREE Premier Multi-Edit System™ information pack, 



Address: 



Avallabfe On: • Amiga 1200, 500/600 
• PC 3.5" disk • PC CD-ROM 

Prtfrter Manager 3C1994 Gnvrlin hlsraclive .Id. 

fll rtnfrls mamed Gwnkt Imauciiut Limned. 

Cortw Hcum. 2-4 Cwcr SiimI. StvUwlri Si JFS, England. 

1* 10114) 775 3023. 



Postcode: 



Send this coupon to;- Premier Multi-Edit System™ 

Gremlin Interactive Limited, Carver House, 2-4 Carver Streal, Sheffield S1 4FS, England, 
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Letters are great aren't they. We get quite excited every day when Pat draws up outside Emap Towers 
in his little red van. Sadly most of our mail usually turns out to be worthless PR garbage or entries for 
the ever-popular Recommended Compo. We have therefore decided to hold Pat and Jess hostage until 
we get some proper letters. Write to: Letters, The One, 30-32 Farringdon Lane, London EC1R 3AU, if you 
want to see them alive again. 



WOT A DEMO 

Dear The One, 

You and the posse have done it 
again, only this time you have done it 
ewer better — WOT A DEMO — u nbe- 
lievable. fan-bloodytasttc, My hat 
goes off to you. 

A long time ago I announced 
myself as The King of Sensible Soccer, 
I am a veritable god of the game, 
unbeaten in countless leagues and 
cups. While you mere mortals play 
your Sensi with your choice of con- 
troller I am elevated on a golden 
cloud, looking down upon you .ill as 
I strike with the force of and the 
intensity of the Armageddon. I am 
earth, wind and fire (Fantasy? — 
Andy J: my men move swiftly like the 
wind; they shoot with the explosive 
force of fire and the earth is my 
defence — solid. 

The Fancy League; wow it was 
tough, damn tough, it took me two 
or three attempts to win it. Gotham 
Park are lethal and The Scarecrow — 
a member of the sub-human elite if 
ever there was one. He should be 
eliminated from all games — he's too 
cool. 

I was wondering if there is ever a 
Sensible Soccer tournament held any- 
where — it would be a great idea, a 
winner, and f know quite a few folks 
who would be willing to turn up and 
they would all be praying they don't 
come up against me — even when 
I'm not on form. Yours Sincerely 

A reader and a fan, 
The King of Sens! $oc( 

PS, By the way, l saw Simon on 
Gamesmaster with Dom the Demon- 
ic host — doesn't he look possessed? 
Nice guy, though. But back to Simon 
— isn't it a real downer when you 
cock-up your lines in front of millions. 
Just wanted you to know — WE ARE 
WATCHING!] Keep up the well above 
average work. Ta Ta. 

Thanks for the compliments fella, 
but my, you are a bit of a big- 
head aren't you. 'Earth, wind 



and fire' my bottom, f suspect that 
you only piay against the computer 
or girls, or old people like Our Hazza 
who are useless at games. By the 
way. who is this 'Simon' you keep on 
about? I'm afraid we don't know 
anyone by that name here. We've 
asked around the office, but every- 
one just says: 'Simon who??' Now, 
there is some boggle-eyed git on 
Gamesmaster who looks like Andy's 
smaller, more balderer twin brother 
— you jfcnow, the one they keep 
overdubbing because he's complete- 
ly crap. Do you perchance mean him? 

WHAT IS VIRGIN 
PLAYING AT? 

Dear The One, 

I felt that I must write and tell you, 
and warn other people about Virgin 
Software, After playing your excellent 
demo of Beneath a Steel Sky, I 
rushed out with my £30 and bought 
the game on the day of release. 

I played the game intently, eyes 
glazed over, amazed by the gorgeous 
graphics. I was Foster, trying to 
escape... then the screen flashes and 
the next thing I know is I'm looking at 
a software guru meditation message. 

Still undeterred, I sent my disks to 
Virgin and waited for new disks to 
pop through my letter box... and 
waited, and waited. In fact 1 have 
now been waiting for over two 
months. 

What I want to know is, what the 
hell is Virgin playing at? After spend- 
ing £30 quid on the game all I want 
to do Is play the bloody thing ! 

I recently sent a game back to 
Team 17 and had it back within a 
week. So why should it take Virgin 
over two months to put two disks in 
an envelope and send them to me? I 
long for the day when I can once 
again become Robert Foster and con- 
tinue my quest to escape. Yours sin- 
cerely 

Chris Hiil 
Norwich 

Hmmm, Chris, sounds like you've got 



a bit of a bum-deal there matey. 
Hang an a see while I give Virgin a 
ring on your behalf and see what 
pathetic excuse they come up with. 
Back in a jiffy... 

Right, phoned them. A nice man 
(called, believe it or not, Mr Mann) 
pointed out that while it's Virgin's 
policy to return all faulty disks with- 
in 28 days, normally they're all sent 
out within seven to ten days. So 
there's obviously some exceptional 
problem in your case. 

Anyway, your name and address 
are now in his hands (literally), and 
he's chasing up your reply as we 
write. If you haven't had your disks 
by the time you read this, call him on 
OBI 960 22SS. 

CATTLE'S BUSINESS 

Dear Mr. Nuttall, 

I am the programmer of Charlie J 
Cool, which was reviewed in the 
November issue. I am writing to com- 
plain about some of the points raised 
in the review. Firstly a couple of small 
points: in the information box giving 
details such as price and release date, 
you said the game was developed in- 
house and required one megabyte of 
memory. The game was actually pro- 
duced by a freelance team and will 
run on Half meg machines, I'm not 
nit-picking here, just pointing out 
your inability to get even simple 
details correct 

Secondly, you said an A1200 ver- 
sion was on the cards, with better 
graphics and nothing more. The 
A120Q version actually has better 
graphics, more parallax and more ani- 
mation. You should have knowr> thi> 
as the screenshots you used were 
from the A 1200 version. 

Next point — you didn't seem to 
understand the reason behind the 
good/evil idea, saving that there was 
no point to it. Well, if you'd bothered 
to read the manual you would know 
that there are two bonus levels, 
which can be reached by completing 
the game. Your rating {good/evil/aver- 
age) will determine which bonus level 



you play. Also, there are three end-of- 
game sequences, the one you get to 
see is also dependent on your rating. 
The reason for this is obvious — it 
gives you an incentive for completing 
the game more than once. 

Next point — you say there are 
areas on the game where you can get 
stuck, and quite simply, this is [Snip! 
Er, cattle's business — Andy.]. There 
is only one place on the game where 
you can get stuck; it's on the first 
level near the end, you fall down a 
hole and can't jump high enough to 
escape. That's why there's a 'super- 
jump' icon which you have to collect. 
Then, when you fall down the hole 
(as opposed to jumping over it, 
which is what a normal person would 
do), you can use the super-jump icon 
to get out. To make it easier for peo- 
ple like you (ie thick people) the 
super-jump icon can be found just 
before the hole, if you choose to go 
ahead and avoid it and then fall 
down the hole, then it's your stupid- 
ity which is to blame, not the game- 
Apart from this, there is nowhere else 
in the game that you can get stuck, 
and just so that you know for next 
time — the word 'several' actually 
means more than one. 

Next point — at the end of the 
review you said that recent games 
had succeeded on decent graphics OR 
good gameplay. Are you suggesting 
that a game which only has good 
graphics can succeed? If so, you clear- 
ly have no place reviewing games, as 
most people don r t like games which 
only have good graphics and nothing 
else. 

As a games programmer, I'm not 
afraid of criticism as long as it's con- 
structive. You quite clearly had no 
idea of what the game was about: if 
you'd read the manual, you'd have 
known more about the game and 
been able to write a fair review, and 
I don't think that's too much to ask. 
Even if you didn't like the game, it's 
your job to present a clear picture to 
your readers. Don't just give then 
your opinion, why not mention some 
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of the game's good points as well, 
such at the 28 large levels, the SOhz 
full screen parallax scrolling, the 
secret rooms, the puzzles etc? Still, I 
guess that's too much to ask from 
someone who only spends 10 min- 
utes playing a game. ,> 

Neil Cousins 
Somewhere. 

You utter git, Neil. Not only do you 
program a game which is onfy 
marginally better than Bubble Gun 
reviewed the same issue), hut you 
have the audacity to stag us off for 
panning it! I'm not going to reply to 
all of your accusations, because that 
would take up the whole of the mag, 
but here are a few choice answers. 

"The screenshots.. . were from the 
At 200. " The publishers told us that it 
was the A500 version, and who are 
we to doubt them. Especially when it 
looks like an A500 game anyway. 

"You didn't understand... the 
good/evil idea. " Yes, Neif, I did. I just 
didn 't think it was a very good one. 

"There is only one place you can 
get stuck... " Yes, hands up for this 
one. But still, any place where it's 
possible to get stuck, requiring a 
swift return to the start of the level, 
is a bad idea — especially near the 



beginning of the game. And I did 
pick up the 'Super Jump' icon, but it 
ran out before I could jump back out 
of the hole. 

"...games had succeeded on 
decent graphics or good gameplay. " 
Yes. Exactly that. But by 'succeed' I 
mean sell in large quantities, rather 
than achieve stupendous reviews. To 
wit: Microcosm, for one. 

"Why not mention some of the 
game '5 good points...?" Because I 
didn't think any of them were 'good' 
enough to warrant a mention. 28 
large levels? Who cares, if they're all 
the blinkin' same? 

I don't want to pick a fight, Neil, 
but if you're going to pen an offen- 
sive fetter in reply to what I consider 
to be a perfectly fair review, then 
how can you possibly consider your- 
self "not afraid of criticism"? 

PANTS 

Dear The One, 

Yo, So you submit to the inevitable! 
Aha, tremble, for once more I return 
in a phoenix-y kin da way. Oh l give 
up, look it's me, okay? I've had 
enough of all of this 'Dark Overlord 
of the Zth dimension returning from 
the dead' lark, I just want to get back 
to my old job of annoying everyone 



and becoming chums with all the 
software bods. And what happened 
to the lettuce I sent you? Never mind. 
And Pants? Allow me to explain 
briefly (ha, ha). Pants are not, as you 
imply, a childish or rude thing to say. 
If you took note of J yoof culture' you 
would find that anything excellent is 
now referred to as being 'pants'. So, 
for example Matt is a 'pants' sort of 
bloke or The One is a pants mag. 
Anyway, I suggest an entire issue 
devoted to lingerie and underwear. 
You could do features on characters' 
underwear habits. Is Zool a Y or a 
Boxer Ninja? Does Zooz use one of 
those Wonderbras? James Pond's Top 
10 Thongs, Johnson and Stones 
(What? — Andy,) mega tips for acid- 
proof undies, that sort of thing. 
Hours of fun for everyone. 

Ludwig Ledbury, 
Southampton. 

Well Ludwig, this is your last chance. 
Your letters are becoming increas- 
ingly desperate, aren't they? Aside 
from the completely unintentional 
pun (underwear and habits) this lat- 
est is not in the least bit funny. At all. 
Two further things. T). I don't think 
you can teach the inventors of The 
Combustion Pantometer anything 



about 'Pants'. We were wearing 
them before you were born, matey. 
2). We did receive the pooey Chi- 
nese-leaf you posted to us and it 
went 'plop' straight into the bin. We 
are very sophisticated and only like 
Radiccio, and Harry will only touch 
Herb Rocket. Lastly Ludwig, please 
get a life or a girlfriend or something 
else, and stop writing these sad let- 
ters. Everyone knows we only use 
them to fill up space. What the hell 
are you doing in Southampton Gen- 
eral Hospital anyway? I bet you're 
the sad git in the morgue, 

UNDER HAND 

Dear The One, 

This letter is nice and short. Don't 
you think it would fill up that left- 
over space well? 

Ben Riley, 

Maddington 

West Australia. 

Thanks ever so, Ben, your letter was 
very useful. It was not, unfortunate- 
ly, quite as useful as this reply, whkh 
we are confident, will use up sever- 
al (and that's more than one) extra 
lines. Nice try, though. What's the 
weather like 'down under' by the 
way 'cobber'? 




As is tradi- 
tional with our 
Git of the 
Month, we 
have repro- 
duced the 
'winning' letter 
exactly as we 
received it, typographical errors, 
grammatical mistakes, dodgy 
spelling and all. 

A SERVING POLICE 
OFFICER 

Dear The One, 

A few points: 1) 9- like Bjork. She's 
groovy. 2.) Your Cyberwar WiP last 
issue (September). LV426 is the 
name of the planet colonised by the 
Weyland Yutani company In Aliens, 
which was where the Nostromo 
crew first discovered the alien in er, 
Alien, Not as you stated, the num- 
ber of the Nostromo. Of course, 
close guys, but no cigar. 

3). Matt Broughton. Your review 
of The Clue last issue disappointed 
me sonny boy. Perhaps you were 
trying to be 'wickedly humorous', 
but I doubt it. I am a serving police 
officer, Every day I have to deal with 
families whose homes have been 
burgled, whose possessions and 
priceless mementoes have been 
stolen, whose property has been 
damaged and destroyed by the 
juvenile thugs roaming around 
today. Nothing like a bit of encour- 
agement for these idiots is there 
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Matt? But, hey! I Everybody loves to 
steal? Kleptomania is okay! Crime 
pays! And Matt's way is the way of 
the Magpie! I hope your car is stolen 
and torched the day after your insur- 
ance runs out you stupid, ignorant, 
bloody boy. 

4>. Oh, yes. This 'Johnny Pig' 
phrase in the same review I would 
love to meet you face-to-face one day 
and 'suitably advise' you for 10 min- 
utes or so about your attitude, then 
send you on your way with a damp 
patch in your Calvins. 

5). Mr Attrill was 'quite, quite out- 
raged' by the game was he? Good, on 
yer Harry! You can join my miserable 
old git club any day. 

5). Matt Broughton iikes Bjork, 
That's one thing he has going for 
him, then. 

MG Thomas 
Caerphilly. 

Matt Replies: 

'How do you start answering a let- 
ter like that? Magazines have always 
received petty complaints, and 
always will, but I don't think f've ever 
seen such an aggressive, nay, pathet- 
ic one as this. I think I'll take it point 
by point.,. 1): Yes, Bjork is very 
groovy f 2). You sad, sad, lonely arse- 
How many nights do you spend, I 
wonder, sitting on your own in your 
sad little world, watching the same 
videos over and over, making trivial 
notes in your little policeman 's book 
in the hope that if you ever have any 



friends, you can chat casualty about 
films and 'really impress' them down 
the chess club, 3). Okay MG, lets take 
this slowly. I also know people who 
have been burgled, had personal pos- 
sessions taken, and generally had 
their lives screwed up. Unfortunately, 
my job here is to try and find gags 
within every subject, however painful 
they may be in real life (we are, after 
all, dealing in the fantasy world of 
computer games). 

1'm amazed that you were so 
shocked and affected by my com- 
ments about The Clue, but remain 
untouched by what I've said in the 
past on how much fun killing is in 
wargames, how good it is to pull 
someone's arms off in a beat-'em-up, 
how good it is to bum down villages 
in God-sims, and-, well I could go on 
forever. I don't mind you being a 
Points Of Vtew-esque outraged per- 
son, but at least be consistent If 
someone has the mentality to go 
about breaking into banks and muse- 
ums I think they're likely to do that 
whatever I say. 

I find it hard to believe that by 
reading my review, ordinary mem- 
bers of the public will be converted 
into major criminals. As for your 
wishes for my car to be stolen and 
torched, well, what can I say, it just 
shows the way your brain obviously 
works. How very adult of you. 4). Ah 
yes, this really tops it all doesn't it. 
Here's me 'encouraging kids to steal', 
and here's you, a serving police offi- 



cer, encouraging kids that the best 
way to deal with a joke-making 
writer whose work you don't enjoy, 
is to meet him face-to-face and 
make him wet himself. Til let Mr 
Attrill answer your kind offer him- 
self, but I'd like to say that after 
reading your scare-mongering, 
threatening letter I was tempted to 
call the police, but it seemed a bit 
pointless. Funny that, eh? 

And old Haz can't help noticing: 
'fn my experience, when con- 
fronted with the criticism Or dissent 
of anyone or anything, the initial 
response of aft too many of our 
'wonderful boys in blue' seems to 
be to kick the living crap out of it 
until it LimiM round fo your point of 
view. It is depressing to have a 
'serving police officer' confirm my 
generally low opinion of the sort of 
thugs which the Force seems 
inevitably to attract, and which 
(minority?) makes the job of (the 
majority?) of decent polkemen and 
women that much harder, i agree 
that Matt is ignorant, but my solu- 
tion (tadical ,1 know) is to encourage 
him to read some books (no easy 
task}, or a decent newspaper, rather 
than 'suitably advise' him in the 
face, however tempting that option 
undoubtedly is. I will therefore not 
be joining your 'Old Gits Club' Mr 
Plod, unless you promise not to 
beat me up when I disagree with 
you. And there must be no 'funny 
handshakes'. Ever. 



© 



LETTERS 






SIMON'S GONE 

Dear Andy, 

Simon's gone. Any jobs going? 

Yours faithfully, 

Neil Wassaf, 
Peacebaven. 

No. Simon who? 

I HATE PESSIMISTS 

Dear The One 

You're so lazy and never do any 
work. One of you is always off on 
holiday, and you had to raise the 
price of the magazine to accommo- 
date your expenses. Matt can't be 
bothered to do his job so he bribes 
readers to do it for him. Anyone 
who's been watching a programme 
by the name of Gamesmaster will 
have noticed that Simon always says 
the second bloke won't make it. I 
hate pessimists, 

Why don't you spend more pages 
on reviewj and tips instead of all the 
crap there is at the moment? Speak- 
ing of which, why don't you do some 
solutions on older games like the 
ones on budget? You should go back 
to £3.75 or raise it to about to £4,10 
or £4.20 and have three disks Try 
putting more ads in to lower the 
price a bit People always go on 
about the price of games, what 
about the price of mags! 

Your compo in last weeks mag 
'win some Crap' was @*!? since Mon- 
ster Munch have two, three or four 
fingers. The Settlers code was the 
code to level 30, none of the Cannon 
Fodder cheats worked, and as for 
Wing Commander, I still can't even 
dock How about a list of the compo 
winners, or doesn't anyone ever win J 
The next month page was garbage. 
Don't try it again, As for Jungle 
Strike, I thought you said it wasn't 
coming out at all on the Amiga. 

That's all for now, I've got better 
things to do than write to you sods. 

Luke Foster 
Seaford. 



the price to £4.95, so that's probably 
not such a good idea. (Does anybody 
else nave an opinion on this? Write 
to the usual address.) Afore ads 
means fewer editorial pages, so 
that's a crap idea too. 

Monster Munch don't actually 
have fingers, just moulded pieces of 
mulched maize. Sorry. As for your 
tip-related complaints, you're obvi- 
ously just poo at games. Even my 
mum can dock in Wing Commander 
And yes, people do win the com- 
petitions; but we don't print the 
winners because we don't have 
enough space. Instead we utilise our 
pages to the full, printing letters like 
your wetl-written piece of prose, 

NOT IMPRESSED 

Dear The One 

I have bought The One for some con- 
siderate time, as in my opinion it is 
the best Amiga mag on the market, 
both in content and coverdisks. 

However on receiving the Novem- 
ber issue I was dismayed to see the 
article on page 34 entitled Pucking 
Hell'. I am not impressed by the fart 
that if you change one letter you get 
a totally different exclamation. 

I have no personal axe to grind 
with bad language, I am an HGV 
driver and as you can imagine in the 
course of a day, I can use and receive 
some colourful language. 

My main concern is that of a par- 
ent. I have two sons under 10 who 
are both eager every month to read 
your magazine, and I feel that this 
sort of innuendo should not be pub 
lished in a magazine that is aimed at 
the younger reader And therefore if 
articles like this are to be repeated 
then I must consider not buying your 
magazine in future. 

C Cavey 
Southport 



You're right, Luke. You've got us 
bang to rights. We're ail lazy, and we 
never do any work. The magazine 
fairy leaves an issue under Harry's pil- 
low every month, and we just add all 
our names in and claim it as our own. 
Thanks for pointing out the facts 
about Watt's work facade, we've had 
words and t think you'll find next 
month's Games Surgery to be filled 
with tips about growing beards, 
wearing amusing pants and poncing 
about on stage. 

Your comments on budget game 
tips were good, but if you turn to 
page 86 of this very issue ( think 
you 'II find that we 'd already thought 
of it First. 

If we were to have three disks on 
each issue, we'd have to raise 



Ooofl Weil, that told us, didn't it. 
Now that I've picked myself up off 
the floor, Mr Cavey, let's see if I can't 
address some of the serious issues 
which your letter raises. Because, as 
you are obviously a man of some 
sensitivity, (despite your profession, 
which as you point out is all too 
often cruelty lampooned as being the 
preserve of foul-mouthed nean- 
derthals) I think we will be able to 
communicate. Hey, I can identify 
with that People think journalists 
are ail muck-rakers out to ruin ordi- 
nary peoples lives. It's not fair is it? 
What I'm trying to say is, I know 
where you 're coming from 'C, if I 
may call you C, and the thing is, 
you're a bit of a thicky aren't you? 
If I were you, I'd be more con 
cemed about your two lovely 10 year 
olds picking up some of the atro- 
cious spelling and outlandish gram- 
mar which in your letter. Also, I think 




Our latest addition to the mag, 
Questions, has proved to be the 
most popular thing since, ooh. 
Recommended. If you have a 
request for information on all 
things gamey and Amiga-ey, send 
them in to: Questions, The One, 
30-32 Farringdon Lane, London 
EC1R 3AU. In the meantime, here's 
a bunch of your most pertinent 
posers... 

THIRD TIME LUCKY? 

Dear The One 

I have sent two letters to maga- 
zines in my life, and neither of 
them has been published. So 
please print this one in your excel- 
lent mag, Here are some questions: 
1). When I had a C64 (don't faugh) 
I had a game called Law of the 
West. Is It out on the Amiga? 
2). In an old Amiga mag I saw two 
game reviews — Hariey Davidson, 
The Road to Sturges and Colorado 
Are they still out, because I cant 
get them anywhere? 
3). What is 3000 x 747 
4). Is there an A120Q version of 
Moonstone? 

Ronnie Raygun (Baton) 
Plymouth. 
PS. Please entitle this letter 'Bob 
Monk house is not a penguin', 

1). Er, never heard of It. 

2). You might try Computer 

Exchange in Notting Hift. Phone 

them on 0t 7 1 243 1363. 

3). its a multiplicative function. 

4), Sadly, no. If you just require a 

version which will work on the 

A 1200, contact Mindscape on 0444 

246333, and they'll sort you out. 



3Y. Is there an adaptor for the 
CD32 to use floppy disks? 
4). Also is there an Amiga S/600 to 
32 adaptor? 

Please answer my questions, 
and also ask Harry to get his hair 
cut in a fashion acceptable in 
today's world. 

Philip Smith, Enfield 

(Head of the Anti-Harry Attriil 

Club} UK. 

J). Sure is, mate. Take a look at the 

front of this very ish. 

2). Probably just an A500 version 

will be produced, because this is 

Acclaim's first Amiga title and H 

wants to test the water before 

making any further commitments. 

3). Yes. It's called the SX-1, and 

you can get it from Silica (081 309 

1111). 

4). Sadly, no. At least, not yet. 

SCOTS GIT 

Dear The One 

Here are some questions for you to 
ponder upon. 

1). Is Theme Park going to come 
out on the A5/6007 
2), Is PGA European Golf going to 
come ojjt on the A5/6O0? 
3) .Where is the jungle in Jungle 
Strike! 

41 Why are all your "jokes" crap? 

5> What price will SWOS be? 

Thankyou very much. Hoots, toots 

and asparagus! Damn! I didn't 

mean that! I'll tak' the high road... 

The Mad Black Pudding 

(Ben Glasgow) 

Troon, Ayrshire. 



C1T HIS HAIR CUT! 

Dear The One 

I have a few small questions for 
you to answer. 

1). fs Mortal Kombat 2 coming out 
on the Amiga? 

2). If so, when and on which for- 
mats? 



1). Yep. Take a look at page 70. 
2). Also, yes. It will look more tike 
the original PGA Tour, and it will 
be out before Christmas. Ocean 
061 832 6633 See page 48. 
3). Towards the end of the game. 
4\. Because we're not funny. 
5). SWOS will be £29.99, 1 believe, 
and it will be on sate on the 5th of 
December, Contact Renegade on 
071 481 9214. 



you should get someone else to tefl 
them about punctuation — as you 
have obviously forgotten how it 
works, I don't want to worry you, 
but I couldn't help noticing that you 
had written your letter entirely in 
capitals. Is this normal for someone 
your age? Sorry C, that's just my bit 
of fun, i was only 'm'ucking about I 
don't want you to think that I'm 



'ducking your main point In fact i'd 
been sitting here s'ucking my pencil, 
wracking my brains for about half- 
an-hour, and it was only white t was 

tucking into my lunch that it came 
to me. Is 'Pucking Hell' the only piece 
of innuendo you could find? I 
promise you there was tots more. 
But then, perhaps you can't read 
properly either? 
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| ood grief, is there arty limit to 

IVirqirVb generosity? Last 
month it gave away a heap 
of all things Aladdiny: 10 sets of 
games and videos, worth about £45 
each. Now, even that's been topped 
with our lord of the jungular Lion 
King competition, in which you could 
win one of 10 goody bags contain- 
ing a copy of the game, a 'Purring 
Simba' cuddly toy, a T-shirt and an 
enamel badge! And they're worth a 
good £60 each, so that's even more 
of an incentive to enter. 

Just to make sure it wasn't us get- 
ting a bit too carried away with all 
the Lion King hype, we stood in the 
street outside our offices for a while 
and polled a few people as they wan- 
dered past. This is what they said: 

"Gimme, gimme, gimme!" J. 
Winslow {Mhs), BilltTU £iy 
"Phwoar! Mega] Simba, he's so cud- 
dly!" C. Erskine, Finchiey. 
"0oh d missus. This certainty beats a 
good prize!" Sir Mattford Broaghton 
fsqr, Upminster. 

"Sounds like a bloody cheap expen- 
sive compo to me!" Dean Evans, 
Hen don. 

"Er... grr?" Lt Co/, HQRAttrttt, DSO, 
MC, Bengeo, 

And if quotes like that don't get 
your pen to postcard, I don't know 
what wiN. Remember, this is what 
you could win; 
• A copy of the Lion King game! 

A cute? and terrifyingly 



life-like 'Purring Simba' .V 
stuffed toy! 

• A stunning Lion King 
T-Shirt! 

• A fantastic Lion King enamel 
badge! 

• And a bag to put them all in! 
Goody! 

WHAT YOU HAVE TO DO... 

What did Androcles pull out of 

the lion's paw? 

1 : A thorn 

2: Alight bulb 

3: The Marie Celeste 

What's the name of the cuddly 
young star of The Lion King? 
1 : Lennie 
2: Simba 
3: Parsley 

Which well-know London football 

club is nicknamed 'The Lions'? 

t ; Manchester United 

2; Mil (wall 

3: Stenhousemuir 



Pop your answers on the back of a 
postcard or a stuck -down envelope, 
and send them to: Rooooanr! 
Compo, The One, Priory Court, 30- 
32 Farringdon Lane, London 
EC1H 3AU. Make sure 
your entry arrives 
before Jan- 






I 1 



uary 28th 1995, and everything will 
be hunky-dory. You might not win, 
of course, but then if you don't 
enter, you'll never know. And that 
Purring Simba will be sitting in his 
dark cardboard box until then.., 

THE RULES: 

1: No employees of fmap images, 

Virgin or Disney may enter. 

2: The editor's decision is final. 

3; Er, that's it, 

* Possibly not a Lion 

King one- 
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EUROPEAN 

TOUR 




PGA 

EUROPEAN 

TOUR 




Available for your 

AMIGA A500, A600, A1200. 



«« %7 ^ e best golf game ever in the history of all things" 
*ffi$0n AMIGA POWER Nov '94 



t If you only duy one golf game this year, then this 
should definitely be it - Ocean have come up with a 
new clear leader in the field." AMIGA ACTION Dec '94 
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CANNON i OOMIt 2 • ONCE MORE UNTO THE BREACH Your battalion's on 
here are snipers around every corner and you've forgotten to pack your sandwiches, 
rhis is the grim reality of modern warfare. Now you can experience it for yourself, as 
lhe battle-hardened troopers we lovingly call Cannon Fodder, cock their rifles, prime 
their grenades and march off into battle once more. They won't all come back, but 
that means more sarnies for the rest of us, so chin-up. /" 
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THE TWIDDY 




John Twiddy is a man in turmoil, 
He's just returned from a four 
week honeymoon in Canada, 
and can't seem to get back into the 
swing of things. As if the hell of 
going back to work wasn't enough, 
he's just had his car broken into, 
where not only did the burglars man- 
age to find his 'cleverly hidden' pull- 
out stereo, but they also managed to 
dismantle and remove his entire 
alarm system (not that it's exactly got 
much of a reputation as an alarm sys- 
tem any more! J He's spent all night 
talking to police and all morning sort- 
ing out his insurance, so it's a sur- 
prisingly bright and cheerful John 
Twiddy that greets me for the 
appointed interview. But before we 
get started I suppose I should tell 
exactly you who this man is. 

The aforementioned Twidster 
started programming when he left 
university at the age of 21, where he 
studied electronics and microproces- 
sor applications. He started off pro- 
ducing spreadsheet programs and 
databases on the Amstrad for a com- 
pany called Supersoft, but then pro- 
duced his first game on the Com- 
modore 64 called Paint Pot Charlie, 
which was a clone of the popular 
arcade classic, Amidar. Previously. 
John had cooked-up the odd thing or 
two on a Dragon, including Manic 
Miner rip-offs, but these were never 
published. After Paint Pot Charlie 
though. Sir Twiddlington went on to 
work on an impressive list of prod- 
ucts including Tau Ceti for CLR r Mrari 
Warriors for Elite, and The Last Nirtja 
and Ninja 2 for System 3. 

After Ninja 2, John, Hugh Riley, 
and Mev Dine set up Vivid Image, 
which over the next few years pro- 
duced such titles as Hammerfot, Time 
Machine and First Samurai. Towards 
the end qf 1993, he began work on 
Global Gladiators and Coo/ Spot for 
Virgin, and followed up with the 
exceptional Putty Squad for System 3. 
He was also kind enough to get 
Aladdin onto the Amiga before sod- 
ding off on his honeymoon! John is 
32 years old, lives just north of Wat- 
ford, and enjoys helping old people. 
Oust for the record). 



Top chat show host. Matt Broughton, takes 

time out from his hilarious BBC1 hit series, 

'That's my pants', to talk to the long-time 

top programming bod behind such super 

sausages as Putty Squad and Aladdin. Mr 

John Twiddy, please take a seat... 




What had you planned to do with the 
qualifications you were studying for? 
Erm, I don't know actually, it had 
always been my hobby [electronics 
and stuff], and therefore it just 
seemed to be the logical thing to go 
to university and continue your 
hobby without realty doing any 
work. In effect, digital electronics had 



been the area i was interested in. 
Had you been into games yourself? 
Yes. it was when I was in the sixth 
form that Space Invaders and Aster- 
oids came out. Suddenly you heard 
about these things appearing in the 
arcades. 

How did you come to write games? 



Well, t started with a Commodore PET 
2001 (with a tiny keyboard) and orig- 
inally it was just for playing games 
with. Then I started writing copies of 
Pacman that I never made any money 
from, but I knew somebody was sell- 
ing copies of my game to friends at a 
fiver a time, and though 'Hmm, this is 
a good idea!' I just enjoyed writing 
stuff on it, and in fact the first couple 
of things I did were articles for mag- 
azines, getting a hundred quid for a 
couple of pages and then flogging 
the tapes of it at three pounds a go. 

Have you been surprised at how the 
games industry has grown, or did 
you expect it? 

/ suppose I'm actually a bit worried 
by just how dramatically fast it is tak- 
ing off. I mean how many different 
formats are there.? And look at how 
sophisticated many of the games are 
becoming. The trouble is that when 
you're doing an original game that's 
taking you a year and a half to write 
it — a state of the art game — you're 
obviously a bit blinkered. You're 
spending alt your time doing that 
one game, and while you're doing it, 
alt these advances are being made on 
other platforms and you think, 'oh, 
I'm missing out on that bit. ' 

HOW difficult is it to Stick with a given 
project while new games appear 
around you, full of new ideas and 
techniquES? 

It's always difficult, because you keep 
looking back at you old games and 
thinking 'my god! That was accept- 
able at the time?' If you're doing an 
original game it's taking you a year 
to eighteen months, and it's got to 
change quite a lot while you write it. 
You have to keep up. 

isn't that annoying? 
It's annoying in that you think you're 
going finish a game for, say, Christ- 
mas, and then you don't because 
you're adding stuff. Obviously the 
game benefits from it so it's accept- 
able, but the trouble is that when 
you are writing an original game, 
most programmers have the phi- 
losophy that they want to make 
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/f the best fh/ng they can and are 
therefore wanting to enhance rt at 
any opportunity. Most publishers 
don 't totaily agree with that because 
It means that the deadline sometimes 
gets missed, and you've got to be 
practical about things. 

Most of your games appear to rely on 
simple, good old-fashioned game 
play as opposed to anything com- 
plex. Is this deliberate? 
When I was a part of Vivid image we 
spent a tong time doing original 
games; and though that's satisfying, 
there's something to be said for pro- 
ducing something quickly and get- 
ting the satisfaction of finishing it on 
time — finishing it very rapidly, in 
fact, and moving onto something 
else- That's why, in effect, over these 
last four projects I'm enjoyed doing 
them quite quickly. My attitude is 
that the game will be as complicated 
as you spend time on it, so you 
spend more time, you get a more 
sophisticated game, 

What other formats would you like to 
wort on? 

I'd like to move towards CD projects, 
and obviously the more sophisticated 
consoles, but you then have to dedi- 
cate eighteen months to that one 
game. 

When you start a targe two year pro- 
ject, are you thinking 'oh god, this is 
going to go forever', or are you excit- 
ed about the possibilities? 
When you start a project you've got 
to be enthusiastic and think 'oh it'll 
be brilliant to think what we can do 
with this'. It's realty fun in those early 
stages, where you're looking at all 
the possibilities, and then you get 
down to it and for the first few 
months you're experimenting, play- 
ing around with what can be done, 
seeing what it looks like on screen, 
and then extending it from there. 
That's really good fun, but obviously 
when you get towards the end of the 
development time and you have to 
fit it in and get it out for the dead- 
line, that's when the serious hard 
work happens. 

How long did it take to turn Aladdin 
around, then? 

I suppose probably about four 
months. In effect I was given all the 
graphics that had been used on the 
Mega Drive, and therefore the first 
task was to decide how best I could 
use those on the AT 200 and how 
many we could fit in. The style of 
Aladdin's backgrounds makes use of 
parallax, but they're not necessarily 
as easy to do on the AT 200 as they 
are for Mega Drive. It helped that Vir- 
gin agreed to do an A}20Q-onty ver- 
sion. I would have said that tt was 
practically impossible to <io any- 
thing playable on a 500, you just 



had to make use of the Al200's 
memory and its speed. Obviously it is 
a platform game, and theoretically 
I've done a lot of them in the past, so 
it's quite easy for me to get into — I 
know what sort of thing to do. 

Do you see games going in a certain 
direction, or do you think they will 
always be based upon the same old 
genres? 

I think you'll always have, say, plat- 
form games. There's always going to 
be a few people who are creating the 
leading edge stuff, but similarly you'll 
always need 'good old games'. The 
problem you've got is that many 
games lose their payability when 
you try and get too sophisticated and 
introduce fancy graphics. My feeling 
is that you've got a certain amount of 
time to do any project, and when 
you've got a really sophisticated 
game with tots of beautiful graphics, 
you spend all your time getting those 
graphics in and dealing with all the 
technical limitations of them, often 
leaving yourself with not enough 
time, be that development time or 
processor time, to actually get the 
game's payability as good as it could 
be. 

Where do you plan to take things 
from here? 

At the moment I do a mixture of 
business stuff and games. It's quite a 
juggle, but to a degree I'm doing the 
business stuff because I look at the 
future and think that at some point 
I'm going to be too old to be taken 
seriously within the industry and 
therefore ought to be looking ahead. 
As far as I'm concerned, I still enjoy 
doing the games, but the business 
stuff consists of such 'interesting' 
things like accounts packages! 

What are you working on at the 
moment? 

Erm, nothing actually. I've just come 
back from my honeymoon and I'm 
kind of getting back into the idea of 
working again. I've just spent four 
weeks going from the west coast to 
the east coast of Canada, and in the 
process managed to take about a 
thousand photos of the place, so 
we're trying to sort through those. 
It's the first time I've ever been on a 
month's holiday in my life, and you 
realty get out of the idea of working. 
I've now got to face finishing off the 
PC version of Aladdin for Christmas. 

And finally, John — and this is a ques- 
tion we ask all the lucky members of 
our exclusive 'One on One' Club — 
{Er... no it isn't, Matt, — Andy,) if you 
could be just one of The Beatles, 
which would you be? 
Oh god! Not any of the dead ones. 
Paul McCartney has a fair amount of 
money and that's probably my 
choice. A 
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CMmu Ltmnfi 94 n ... -CALL 

Cui^ixllbiw MOM 

COkTKH EWIUKl E12.99 

COTWlAr^nWl'lHli; E1B.99 

Cakin Cmnprtrtor. £1 1M 

IcruMtof a Caww .E11.H 

Cffta Knotibm >.>i:, EBM 

D 3a.-,. Baanna a< tha End £2199 

Oi*vir«* f ' 2 M 

Drntaxxm' CALL 

MiuSbvRtiia ETH 

[T^rnra "...,. £1199 

(Han smfca' £» » 

tAWW e»*» 

DA*e«*teHM] tii» 

Biz,p,rto*gi"nwveiiFi* 7H 

DraoonBH™- .ft4tL 

Diwimmb' £*£*» 

buna. . ; EH" 

Duns I" , £10£S 

DunpaonMaHari- £2299 

EBMlUl ,. .E17.99 

Fi*r* Soeear E1 7.99 

Em - - .BUM 

mopaan Footmi ChHnpiora 610 99 

na*l»a ftrtcwi - f'*W 

,* «r *• Banonir f2« 

l*c!MB*h«iMr2 £■:)« 

Fl £U» 

F117A' £■»» 

*i 5 5»la E a^la |* BM 

F1« f'4» 

F17 Cnil4ftJ«:1M^| ... ., flH» 

FH0*n f™ 

Fllfflm t* » 

FHKH ol qicry tW » 

FIFA Inianunoml Socmi- fi*» 

iFtot*** i iu»*;. -Eitw 

|F«di*i cii«» s e» 

|FnrtL"i»i' ta*t 

iFnrltof Eh*a El*.« 

iFyrrrtUnFuir*! tn.« 

la? ClT.W 

,. E1 1.« 



Wn- - 

Airtipi 

hvm' 

MWl 



G^flhp 300C ' Mq 



£10.9 
E1D99 
Eia« 

E1«W 
11C.« 
U2.«« 



rtjytt Boot, of Qhh Vd! 

"tj,w6«Ai*Gin)M ■>'«:■ 

r-pr-i** U*vyi 

htin.^!«.APl****»*|1U^lt i«.» 

rdiHu jokh fit* o( Mwh AcHan EI.H 

n*/ Lut CnnHM **nt E'D.99 

hHinoMl Ih^ 1 E17.BS 

Him HQtal rt Bm Fntrn « » 

WW) H*» 

WW) Oi» 

j**m*m«* - 

jdnm Peng J FL*offld 

Mnrh* fli 

jKiimjWtiifc-tWIiWHwil Smdwr £l2H 

Jofr. M««n Ahwcmi FmiMl £1014 

JVIKcPlrlurlkMgi ilttt 



H2« ;UI«|l*. 3 . 

KtCtHI ... 

KfllHulfDK 
Ki' Q T mu r ,. 

KfttfHl' 

419 Uf.*5l 2 . 

j i>3s Cu«i a. 



. .t i«S« 
tut* 

.I17*t 
. EiiM 

. . .t*L4. 

...li.n 

. EI3 99 

.Etn.w 

AU^A llJKi 4 . , E 1 1 49 

Aingl OjMI E EMM 

■Irijmi Dl TIM Shy : I M*gi 5-H'jO 

.— «- «•« 

L«9Kr of StmH tl«.» 

....IH^lUll, ' H?» 

LHtiri B>« Liny 2 X1£M 

t*«un Bu4 Liirp 2 tl Ji4B 

L*nmng*21ht7Hw f11» 

LMWHid»'3lniCAyP«lpm[ tH» 

LrtwOrtlt*** tii» 

LonfcCtThiRtHni- £&*• 

LoflVUliW £lt« 

Lnhji J .*•*• 

MiT**Fu»oii .17 « 

HuKfWHiUTCPwrtarLH^i* Elt.H 

M.11I11111I.. Nfe. Tuk E1S *» 

MwJ«j.H*. SWI Ff«MtiJ E1290 

pj..,-,» Uh,,.,, tuna 

MMrAJtUtt Ct.H 

UkmMKUw tl8» 

UoiUcMDl'.. CALL 

AfcbenwOnWP^ - f».» 

**!r*^«krt2 C24.H 

Mmcpolr ilfllBft 

Mtmtl J>!Zi9ft 

>*TlMl tLMTHWl |lHigh ■ .. £!»,» 

UiBijttv' ,.-C*U. 

U hvU i'1690 

Ujii Fwy* Ea«af klrafw JHH 

Nauo n >r *•» .111** 

Nigtl U«ii|4llVl«ld Ch»m(lHiM^> £•*• 

Marti w S«i»i o ** 

OiTT.e»»LMav«Fflnon CUM 

Cum fiat wwBd#C;dta E1B.« 

CVk*m . . En.« 

tMrtori- ... E22.99 

PinuMtlkll E7.n 

PmtHtwi EIE.M 

POA.eiireiH«' 1r «r»0' r ...CALL 

POATmCMPm' tB.H 

thtril Dnarn* * fi-iii 11 ES.M 

PtniKI Fi nimn t"*.W 

dnbribhot »» 

. aw 

il490 

PaE»Ou*iii fU» 

P=(ic»aml2 £1*9* 

FolE*Uunl3 I1ZW 

FewvmongvIiWWt ..... tl^» 

P'imitf Urv J . .... .£12 » 

Pnrnlv Mn^pr 3* £17.99 

PrkiM Umt £12.91 

PrajKr X 1 ' tAiol , , . . E10.M 

OjWIlDfQBT,! E1!.« 



CAU 
HU 
tWJl 
■Ml 

DM 

mum 

SS1.H 

FMmaopl ttg.M 

fcifl 1 TunflW tt'W 

Huabf jmi C<MCh £i>.H 

. £■».« 
.£■>.» 

£ii. Be 



S*££fW SATtfl ■ ■ ■ ■ ■ 

Skum al Uamaqf IMnd |1 Hagl 
S*n*i»<aiiir 

SvuC4p3««H92fl3 £12» 

.•5^rt*5fltt*lniEd*«l £.14.W 

Swmb4«'/iwkl«l5««ur' .t1»» 

3>m« -;i Mto) ■£** ** 

StKlttM' tlO*» 

SJkta Sam- El*.* 

flint Skikm l £l£.i» 

9<m An Clue' E10.V9 

5*n Cw, ClHUCl E ID 39 

SriT. Cry Clnuc< Pk* . . .E22.W 

FUi. FiTtl £«II>: I M*g . . EIDS9 

SWUJCCUHK' , EID.» 

fin.LHi itm Ewioanr ( 1 kMgU , £22.99 

imuiiir™ EwanrZ* £22.99 

SUdmirailHm ll.*» 

BJH^ KU £11.49 

Stasm TIH1 kUnw £ ' C 99 

St^ACr^ud* ES.99 

SBHtHvk £=2-9» 

•fUDUHII »"• * 

S|iK>OvMl2 t"» 

SpK»Ou*m till* 



smdun SpttMj Eutm"' 

-:iH.iiic 

SmiFfHrl iTA4vg; . 

Riuni Cbi Hid* 

514HT ^ma iibhmi 
SiC*r _«fri> MmiBp.' 
Fkf*r SlT«ll l-niW». Z* 



. .£*•» 

. £«.n 

.Elf 99 
. .£19 « 
. £19.99 

. .ED. 99 



3yii«»ll| -Meoj E1!.« 

Tl A'LKlA CM! E2 1 .99 

*| .;- - |- '. '-J-' ' "_■ -*^~ "■ EIB.99 

Ttmm 1 7 DdMctnr ; I Mm E 1 9."" 

Tin IrrMtgml Snimrr Otmtt E ' S 99 

TwnU C4* 2 Ei 99 

Th*k RnHI rtmr £14.99 

TT*f FIDHn HUM . . 5B9B 

mnhif 
ranuda . .. 

lam CHT09I .. £2S.99 

~WI TIWUK £1999 

IlMH PlIHI « 99 

Ti<rt«*li £12JB9 

iMtHlPUyautf ....£199 

1>n*<M E22«* 

i>i*ims -t1S« 

utm «** 

VMHU £l»» 

Ifflaljglil' £19.99 

MUQ*S«nr tl7.9B 

MU5<rHH .£3.99 

rtVig Coniinmdar EB.99 

(*HU»fC«q E4.B9 

WnttrgArmxiA SEtM 

MfcTVLft ■H*."* 

WaM £9-99 

MAT w ti rt ac a» 

Wc»t3 0*,t3AW .. . £3ft99 

WWF F j.opMr. VfW [11 

* man 2 .O 99 

led £i.9B 



ChfUHOd 

D4SU1 

E.M' 

Ftam in Qfexr" 

Hwmdil 2 . 

rMM 



E2B99 

BUI 

£19 W 



LOM Trtpfflr 

Mmhew uro pnmo lmou*' 



Ci2 W 
£I2:H 

Li' 99 




.tat* 

ezitt 

E2S44 

CALL 

ahAi J" £21 .99 

j>imi Pond 2 Hdkkw) E11.9P 

13 . EIB.99 

. £19.99 

HkllC"* « 1B » 

WdClMOT « 1BM 

LinnttxiCfeflvtl «'■<« 

l■BMy•■n , 

kfenpii 

miAJhltOTMi 

1Y iM Bal La^j* L*fo"" 

Oi it* Bal Wcra i^jf, £«jiki . . . £ZI.B9 

CWTtUndl 'T99 

hrMIFawaai ....£19,99 

fM3AEi>»(AmiTixirQiir C*U_ 

Pi** 1 -*"99 

S«i™S*lH*TLtLUlliOrtL.r ,..,....£2299 

Hi* Ql TTh Haboli E2B 98 

HftfeiWAt R*9l-(T1 .£2199 

Sain!*** E1*99 

Saoc«3lLmiinLl • ■ £19.99 

Sm&UHW ... £22.99 

SklW* ...E999 

UmantitSwKm OMI 

SuiHnTiaSananirZ' Mfl.99 

StiaiMor rnw' CAU 

SocarKld .... £»M» 

Star Tnklhtri DMA Onyi B*»J 

5*+*f LAAjJit MBUBBB'" S'SW 

Svtm Sm Dusf £l».H 

TTmnnPArt £^9B 

ra»9»u2- £17.BB 

rsudcimaga £2Bl9» 

TTTC ^»-» 

TmfOICM t» » 

rt#VtlOW- ^2E» 

UFO Er4my Unknowi ... £22 59 

Wot*** 1*1 9*™ £1949 

Zm, £129* 

Z«Ai. -E1799 



aim Sii-mi :-,au:ia idr>5« « ::».<> El • 39 

Are*WP«J £9.99 

A.TR- EIB.99 

■amiMti in-" 

hBhMntAA EI9.BB 

■WMTMd* X"B.BB 

9>Mrtl7*lJtt1 £17.99 

hut* SBem FMKM £1999 

***■■!. ss. e'*-" 1 

EUDUa and 5*** £19.99 

Bhjnai win fiu" 1 ,' £1199 

Caaan 2 Saqa I Cw**»1 £12» 

Camon FodUar £21 n 

ClH»»Erglna £19 99 

ChiA lag* 2! Son 01 Chut* ...£1999 

OOtrmmr, £1*99 

0m\9**i' E1999 

CAVpHt E1i.99 

E1B.9B 
E1B.9B 
CALL 
£19.99 

131 M 

£19.99 
ErlB.99 



.E19.9B 
E1B.9S 
E1B.99 
E1B.9B 

Body mm n.n 

BV UM lS( W t»F«l* J HD«l»a E13.BB 

LMtMmdSauMll f'»W 

Bltiu ad turn' £i» M 



Dttu &Wh*ci(d Won*- 

DrVODnfiinM' 1 

UW 

FlKdlCT-Ofcr,- 

Ffahxva 

Frartai Ei» 2 ■ ■ 

&ob*EI»» £<»■» 

QMrtvA £19.99 

GvH^WII) £1999 

Hamstl? E2i» 

milM* Uwlan £1»99 

j.miPohgj'RilMcad £1999 

PmiJ £22* 

£1799 

Kl*01ir £21»* 

hLUOiaoa' .* 1 **» 

K»VT«- .CAM. 

•joar, cl SiFasii' t1»» 

Lunmhoa £l 7 w 

LJVJDhT £19.» 



Haijiram* 

McjizcQun 

Mi/.-y Mai - - £17 99 

MiBioti^. CMI 

Hi*i Fakto Crmrponmio Goll £B4t 

NigvUAiiulWdndCliainpcranp KM I 

(WMUUimrq Cmp) 



PMua* .... El««* 

FTim Qau £19.49 

PtDHKlXB.flfOwlpl'li* E17.99 

HBaaHhaMxili* — E22.9B 

FEdnsora RaqtiMTi" CALL 

FMI -n' Tumpla 1 CALL 

Fb«rCl*' H1.B9 

aaV*T«m dSM 

Sacaod swum*" PSW 

Sank k 0*WK>i £i7» 

Stmon aw tower 2* B4. W 

StudranH' . fiTB* 

£0wlbB»2 H CALL 

S**bt £'4*9 

Sum FraB -**** 

Sipr PiAIj £11 •* 

S*r LmgiA "«n«9<r £18M 

Sumf Strtutr" £l»»» 

Slid hnia^ £13 19 

ffr BUM 

TopGoa. a" £1999 

Tart Dimma E14.99 

Towai Alia J1~ E14.99 

TnVIM Pamat .. £19.99 

Tig* (14.99 

UFO Eiwm r UNiimwd E1 D.B9 

LtliiYlrtSWis'StlWrt (1I1B9 

IVty*** (HW 

lAT*Jfll2 - fl^BO 

Will Llf/d' I"" 1 " 

Yfeptfelf, in Saax/ <i» M 

a9J0i«3««r ti»»» 

Inol . £'•» 

tan: £14 » 
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EDUTAINMEt 



AIh EAgiih ■i-12.13.14 I5l»i £14 M 

ASF»*ntn n-l3-13-U15yn . . . £16 » 

Ad. Halfit 1 1-1 S-1 3-t4- 15- yn £111.99 

FianDlilOaiiatil) MB.B* 

Fun Scttaoi4 un*trS.JH £H.«! 

Fun BdmolAB-Tyrt EIB.4B 

Fgn Stnool 4 7-11 n* EIB.4B 

B:lP. EIB.99 

MaatyiEBgAdManAra ., £IUI 

ModayiHayti" *' 1 * SB 

P«nl am) Ci*iia iFlpi 501001 Spac) . . . . £i7» 

Pliyoay* d4» 



Ar,r;l r/.Ofrll 



ChaabahLAvg £11.9* 

.OQKDLWtotm, ElA.tV 

ChiEHmv JanVtn £ll*» 

'JdiCP.llilll H«.hi.|» ■ £11.« 

OiiKtilHjl P-f|t*i W.» 

Sfmdivmi AlahIi» £"« 

ZaHlp=A 5<if* Pna £1 2 « 

SpMdflwuaaldefes £i2M 

L0»ri ■-■™w»« ilyl- '.""W 

i.rDiikiniiicatiSa «* 

j.4-D«fc §»« watte. am 

Unh-Bi>dad-3 4'lpl»**»M.*D - B» 

iydac Jooiadi. NO CLOCK £24 99 

Zydac £pmrd DM r>r.» £62 99 

MsmaMU £i 99 

Loriwavo jv/Vxt. d Eihprtlpan uao £7.99 

LiynHwi jovttH* Spfllr £7 99 

I iJpYWJwfl Co A11M PM) . ■ £2 " 



Tel: 0268 725500 • Fax: 0268 590076 
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1 1 0am - 7pm Men - Frl, 10am - 4pm Sal - Sun 
Answering Service at all other time*, 

I CaHart by appotmmim! only. 

M pncAW IndurJ* VAT i Po«ltg# lor UK Maml»jid. Add £2,00 lp poaJao*) poc» 
I lor Eu'ope and £3.00 1ca rati of lh« world. 

Hma day satvic* avBilabki E3 70. PhM*« aand cfuxium .■ pa* p*y*bA« to: 

IsOFTWAfiE FIRST, 9 BUCKWINS .SQUARE, BASILDON, ESSEX SS13 1BJ. 

i (Arm tuffiCNMlt Um> (tx chaqua daamnce. Cradn <*n3* *r* ml cfLB/rjod urt* Ctty fl< daiWtcJi. Please ataw miha and modal of 

I cornputar Trtaarii ordtrlnQ, 

If you canl see what you want please call, new stock arrives dally. 

I Some MfcM may not be ralla n d *1 tan* qf fjcwng to press. 

W« HipcJy only OfflcMJ UK pftJducU Format, WJpporwd BKtud* AmlfM, PC, ST, aAaslBr System rAtgadrtv* and Game Gear. 
I Al price* sutatel rJ CfMnOt wltujul nolle* Al jtama subject M rrt*e»tty E & OC- 
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1 1 enclose & cfiooua'PO made payabte to 
Software First at pn*as& debit my Acoess/Visa: 
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Pit your skills against 

Christmas in the World of Amiga Games Arade* 



tSl£l 9 * tS \ g 'l mo * W *°f*™*r* You'll *v*r ne*d for your 
on high *nd, m ,/, M r,™ r9qiiir9m6ftts GraphicSr ^ N J^ 
Afiim*t it m, Image, Prmsmjng, Text Manipulation ... 



At MATHER A 

AMIGA CENTRE SCOTLAND 

AMIGA USER GROUPS 

ARCADE SOFTWARE 

ARCANE SOFTWARE 

BLITTERSOFT 

COMPUTER MALL 

DIGITA INTERNATIONAL 

DIGITAL PROCESSING SYSTEMS 

EUREKA 



GP SOFTWARE (AUSTRALIA f 

GREMLIN INTERACTIVE 

Hi SOFT 

fCL WARRANTY 

INTERPLAY 

KOMPART 

LOLA 

MACRO SYSTEMS 
MERIDIAN DISTRIBUTION 
MICROVALUE FLAIR 



NASCR 

NATIONAL BUSINESS COMPUTERS 
NUTEK 

OPTONICA 

POWER COMPUTING 

QUICK SHOT 

RASPUTIN SOFTWARE 

RAMIGA INTERNATIONAL 

ROMBO 

SCALA UK 

SHJCA 



TEAM 17 
THALLION 
TRt-LOGIC 
VILLAGE TRONIC 
VISUAL IMAGE DYNAMICS 
WHITE KNIGHT TECHNOlOGIi 
WORLD OPTICAL 
AND MANY MORE 
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WEMBLEY EXHIBITION CENTRE - HALL 1 

9-1 lth December 1994 

Friday-Saturday 9- 30am- $ . 30pm Sunday 9. 30am-4 ,00pm 

Admission: Adults ££. 00 - Children under 14 £4.00 
Family Ticket: (2 Adults & 2 Children under 14) £15,00 




See, play, and buy the latest and best in games o 
the Amiga. Many of the top software houses will 
there showing what's new on floppy and CD this 
Christmas. 

Throughout the exhibition there will be non-stop 
entertainment with live bends, radio broadcasts, 
ttnpetitions, demonstrations, celebrity appearances and a few more surprises in 
ire. Don't miss the opportunity to get involved and become a star for the day. 



Many other features including 
Simulator Ride 
Santa's Grotto 
Creche 




Apply for yoiii*t 
advance tickets 

d go into 
draw for 





Join in the debate, 
see the latest 
applications software 
and peripherals being 
demonstrated, 
talk turkey with the 
UK's top 
programmers. 



14" Remote Controlled Colour 
evisi. 

to a concept of your 
durinr Wembley 

staging c 
, Take That, Meatloaf, P 



and many moi 




Two draws will be made for tickets purchased 
between 15th October/ 5th November anc 
6th November/ 2nc 



TICKET 

01369-77" 




Cut out coupon and *end a cheque, portal order or credit card payment for the appropriate amount 
Type of ticket : Mr/Mrs/Miss 

Child (£4) Adult (£6) Family (El SJ 

Total Number of tickets required Addraaa 

Total cost £ . • 



1 

s 



Method of Payment: {please tick) 

Cheque or P/Omade payable to World of Arttloa Exhibition "84 

Cheque Postal Order Access Visa 

Credit Ca rd Mu m ber County 

[ 



Postcode 



Expiry Date 
Signature 







amtftas 

World of Amiga Tickets, 
Highland Avenue, Dunoon, Argyll, 
PA23 SPQ 




In John Meiuies computer departments, if you buy any piece of software on any format - you'll get £5 off. You'll also find 
£5 off vouchers in all the magazines shown below. The mere magazines you buy, the more discounts you can get. So, buy 

the titles, rip out the vouchers and cash in quick. 
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OUGH DC S ONS AS THE BATTLE RAGES 

__^ • 



Has your desire for battlefield leadership been 
fulfilled? Or, does the prospect of another 
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AVAILABLE 
FOR A 1 200, 
A500, CD-32 
and IBM PC 
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wargame leave you cold? 

Now, MicroProse present Fields of Gory 
for the Amiga: a game designed to break 
the mould of dull simulations. 

The emphasis is on action and the heat is on 

you to make those crucial command 

decisions. The rich, vibrant sights and 

sounds of our Close-Quarter 

Combat System replace the tired 

interface of traditional 

* wargames. You'll find that skilful 

^ 'against-the-clock' decision 

making is more important than 

historical knowledge. 

Fields of G/ory: the fury of real battlefield 
action. For A I 200, A500, CD-32 and IBM 
PC Compatibles. 
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WORK I 




PROGRESS 



The title was going 
to be *A Pack of 
Regals* until Harry 
kindly pointed out 
that the collective 
noun {whatever that 
is) for lions is in fact 
a pride, not a pack. 
'Thick' Andy Nuttall 
learns something 
new every day... 



I 



It's a platform game- — well, 
most things are these days, 
aren't they?" laughs Dave Sem- 
mens, programmer of The Lion 
King. Not the greatest advert for a 
game ever, or at least it wouldn't be 
if the game wasn't on such a huge 
scale as the latest Disney epic. 

The thing is, everybody knows it's 

going to be a great game. Disney 

ha* such a tight rein over quality 

control, it would never let a shoddy 

game hear the name of the great 

Walt — to wit, Aladdin {reviewed 

last month, 90 percent). The console 

boys have already got hold of 

reviewable copies, and are currently 

raving about it, and all signs point 

towards the Amiga version being 

rather hot stuff. Tsssss, 

The thing that gets me is that 
after Cool Spot came Aladdin, which 
was a very similar game in many 
ways. And, cynicism aside, there is 
surely a possibility that The Lion King 
will be, well, more of the same. Dave 
doesn't agree: 

"It is different, but mainly because 
the main star is an animal. Simba, 
the lion, is a different size to a usual 
game character, and a different 
shape — especially with four legs 
instead of the more normal two. 
Little things like that cause 
problems for the design 
and programming, and 
SO the game imme- 
diately changes 
from the 
more usual 
platformer." 

Following 
the fiirn pretty 
carefully, the ten 
levels are far 
more varied than 
in Aladdin, which — 
while being praised for techni- 
cal achievement and excellent 
gameplay — was slated for 
being too short. Throughout the 
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Whenever Dave writes a routine for one level, he often finds that he need* 
a similar routine later an, but it gets mare complicated, For instance, climt 
mq this wall, which you'll find early on in the game, was pretty easy to pt 
gram: "I took it for granted that the rocks would all be a uniform distant* 
apart, as they are in level one." explains Dava, "but I've just started leva) 
eight and there are same here which are very weird shape*. So I've had tc 
rewrite the code a little to accommodate." 




PROJECT: The Lion King 
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early sections of the game you play 
the young lion, Simba, while 
towards the end you grow into 
the fully-developed adult Simba. 

"The first level is just Simba play 
ing around in the jungle," reveals 
Dave, "before anything goes 
wrong, basically. Level two is bright- 
ly-coloured and taken from the song 
'I Just Can't Wait to be King' [see pic- 
ture], which is in the film 

"The third level is the Elephant 
Graveyard, which in the film is a 
place where Scar [Simbas nasty, evil 




Uncle, intent on Simba's early dem* 
that Scar can become king — Andy 
forbids him to visit." 

Level four is the stampede, wh« 
a herd of wildebeest run toward 
you, and you have to avoid the* 
while dodging any boulders whit 
are kicked up as well- "I think th 
wildebeest frames must have bee 
drawn by Disney," Dave grin 
"because there are about 90 frami 
of animation: it starts at about oa 
pixel; and just as it jumps over yoi 
head it's, well, massive There * 
two hooves, which together fi 
about a third of the screen." 

ROAR RECRUIT 

Early on in the game, the you* 
Simba has no real fighting skills, i 
progress is made by solving puzz e 
He can pounce on smaller animal 
and do a roll which can displace, c 
smaller animals, but he hasn't real 
got any strength. Thankfully, thoug 
he has learned to roar pretty cot 
vincingly — weak when faced wrs 
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a hungry vulture, but pretty 
fee to scare a timid monkey. 
>. on the Can't Wait to be King 
«et for instance, this comes into 
Wf "Simba first gets thrown into 
■t ir by a rhino," describes Dave, 
md he J s caught by a monkey sitting 
a tree, The monkey throws him 



widest pixel you can use on the 
A1200 is 64 pixels (reference: the 
'Brainy Programmer Quiz", Septem- 
ber ish), so Daves had to link two 
sprites together to get him in. "So 
you can imagine what it's like when 
you have all the other sprites, includ- 
ing the baddies, thrown in as well," 
but only in the direction he's he says. Yeah, net to mention the 
g — so if you roar at him, he'll backgrounds... 
arid throw you the other way. "They've drawn them really nice- 
laring at specific monkeys, you ly, though," adds Davfe, presumably 

smelling a possible lawsuit. "Every- 
thing about them is brilliant. In fact, 
I think they've drawn them a bit too 
well. Even the young Simba is quite 
large in sprite terms, and the baddies 
are physically bigger to make him 
look small and vulnerable. On 
later levels the bigger lion 
comes in, and all the hyenas 
shrink to give the impres- 
sion that Sinnba's now 
grown-up and powerful 



can control the direction you're 
thrown around the map; and that's 
:-i> cally the puzzle. 

Zertain levels are the platformy- 
type." he continues, "where you 
have to get to the end, but it inter- 
leaves the puzzle levels well- It intro- 
duces the new moves gradually, so 
trhile the first levels pretty simple, 
the next one might involve swinging 
from rocks, or jumping across ravines 
and having to use your claws to cling 
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on and scrabble up the edge of a 
mountain- It works well because 
There are lots of different types of 
game pi ay, all interspersed, so it 
keeps adding new challenges all the 
way through." 

LEOMINSTER 

To create the co river '■* 
s on from the Mega Driv 
The Lion King, Virgin delivered all the 
graphics to Dave on a CD-ROM — 
simply because there were so many 
of them 'My artist is currently curi- 
ng them," says Dave, "because he's 
filled up his hard drive with all the 
graphics. There are a hell of a lot of 
them; as you can imagine with any 
Disney game. For example, the little 
Simba is currently running at about 
400 frames of animation, and the 
adult Simba's actually bigger. The 
CDs nearly full, too - almost 600Mb 
worth!" 

To give you an idea of the sizes 
involved, the main Simba sprite can 
wretch to up to SO pixels wide. The 



That means it will be 
easier to keep the later 
levels running in a 
frame, simply because 
there are fewer large 
characters to draw." 
A frame', for newcom- 
>rs to The One's method 
of explaining techie words 
(while learning them our- 
selves), refers to the screen update 
— how often the screen is redrawn 
per second. A frame is SO times per 
second, which is the smoothest the 
action can get, while two frames 
would be 25 times per second — still 
reasonably smooth, but not as 

When the animation graphic* came 
from Disney, they have an animation 
dot in each frame- If you animate 
the sprite, and put that dot in exact- 
ly the same spot on each frame, then 
it will animate perfectly, "I don't 
know what the console coders did," 
says Dave, "but I took the dot, and 
put it on the contour of the floor — 
so as he runs around Simba follows 
the floor exactly-" 





"The maps each have further layers on top, 
which you cant see/" says Dave. "There s one 
layer which has control blocks in it, which 
tell the lion when to stop at walls, when to 
roll, and where the blocks are which he 
can swing on-." ^continued later]. 



"The one thing I've taken from the Mega 
Drive game, apart from the graphics, 
obviously, " he adds, "is the table which 
brings the wildebeest an. It tell* the pro- 
gram which of the wildebeest to display, 
and how fast each one runs," They come 
on in the background, and work their way 
to the foreground, before leaping over your 
head — and trampling you in the process, if 
you're not careful. 
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[Continued from earlier] 

"...There's another layer 

which shows where Simba's 
feet should be. following the 
ground, and then another 
which shows where the baddies 
should came on. In the map editor there'* a 
little 16*16 block with a vulture in it — SO I 
kjiow wheri the vutture comes on, and where it is 



f The 'Can't Wait to be King' level. tak*>n from the film, is 
played over an animation where you've got all kinds of ani- 
mals having a sort of carnival, and SJmha dances around, 
/ singing, and sliding down the giraffe's necks, The level's. 
i called Can't Wait to be King, and it's taken fn 
with all Kinds of i#zzy colour* to match the 



impressive ds the single frame. 

So are all the graphics going to fit 
into the Amiga? "Yeah, especially 
since the At200's got 21Mb of mem- 
ory," Dave enthuses, "The only bit 
we've had to compromise on is with 
the baddy sprites, because with the 
Mega Drive version the artists were 
able to use a separate colour palette 
for them. We couldn't, so we've had 
to take a couple of colours from the 
foreground, in order to use them on 
the baddies. " 

There was also a small compro- 
mise on what Dave calls the "go- 
behinds", or the bits of scenery 
which are intended to go in front of 
the main characters as they wander 
past it; giving the impression of 
depth. "On the Amiga you can't 
actually do that with the hardware 
sprites," he moans, "You can tell it 
to either walk in front of all the fore- 
ground, or behind it all; but not to 
pick and choose. 

"The two games will be very sim- 
ilar, though. Our sprite size is the 
same as. the Mega Drive's; obviously 
we haven't got time to shrink any- 
thing down. We wouldn't have done 
that anyway, though, because it's 
awful if you see a game on the Mega 
Drive, and then you buy the Amiga 
one and all the characters are really 
small. I've done that a few times 
when buying Amiga games, and it's 
a bit sad because there's not always 
a need for it. Especially when you 
know what the Amiga is capable of." 

LION THE FLOOR 

The worst part was figuring out 
how to use the American Mega Drive 
programmer's map editor" reveals 
Dave. "There was very lit- 

tle document atio 
available for it, 
you see. But I've 
got the hang of it 

now. so I can get the lev 

els in there quite easi 

\y; and we kno 



how they bring all of the baddies on. 

"I've written my own control lan- 
guage for moving the baddies any- 
way; it's a bit like BASIC, with its own 
commands, but it makes it much eas- 
ier to tell the baddies which direc- 
tions to move in. Most programmers 
work that way nowadays anyway; 
although I've no idea if that's how 
the Mega Drive version of Lion 
King was written. All the 
original code was writ- 
ten in 'C, you see." 

This made conver 
sion more difficult 
than normal, 

because Dave's 
speciality is 

machine code; so 
the game has effec- 
tively been written 
again from scratch, 

"It Would have 
been a lot easier had 
the original Mega Drive 
game been written in 
machine code," he explains. "I 
could have then just ported their 
Code directly across; but I know noth- 
ing about J C*. I've got all the source 
code, but it might as well be in 
Japanese. It was the same with Crash 
Dummies: all I really had there was a 
copy of the game, and the graphics." 

At the time of writing, Dave's com- 
pleted levels 1, 3 and 4, and he's hop- 
ing to have levels 7 and 8 finished 
very quickly: "I've only got a little 
over three weeks left," bewails, "but 
hopefully the worst bits are over with 
— and it should all be pretty quick 
now." O 
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After he's climbed the waterfall, time passes and 

Simba becomes adult Simba. This gives him 
new moves, including a range of fighting 
manoeuvres. He can attack with hit claws, 
and wrestle as well, which is controlled 
depending on how you land on the particu- 
lar baddy. You can't actually start wrestling 
yourself; it just happens if you pounce an 
an enemy in a certain way — which plays 
more realistically than it sounds. 



Although his Uncle Scar has strictly forbid- 
den him to visit the Elephant's Graveyard, 
naturally, Simba's young curious mind takes 
him down there immediately, and he gets 
into a sticky situation with... no, I won't spoil 
it for you. Co and see the film. 



^^ 




"The parallax, the actual, real parallax scrolling, with 
the background as a huge map, is only used on the 
first level," says Dave, "the rest of them are 
16-coJotir screens still, but they're smaller and 
they wrap around — take the bones on the 
elephants graveyard, for example Basically, 
whatever the Mega Drive does, mine has to 
do and it must be approved by Disney as 
well, so it has to be good or it would never 
be released." 
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PROJECT: Mighty Nu JIB ight>r Ma *' the caxtoor 
JHjYM character/kids toy/cash, er, 

?.y?M?.!?™-1^.*!*!!! MM Mcalf, is huge in America, 

DEVELOPER: WJS Design; Wayne The little rascal seems to be increas- 

Smiths ( t ame design}; Paul Hog- Jj * w^» ri *» »" ^is country 
v * "• * (thanks to more and more toys, not 

gart (programming), Daniel to mention the cartoon and, hey! 

Cartwright, Chris Warren, whats tnis fre * tov doin 9 in mv 

cornflakes?), It's therefore rather sur- 
Ian Warren (graphics), James prising to find that WJS Des j grt didn't 

Hawkins, Hike Del we J (project originally plan its new game to 

include the aforementioned Maxter. 
management). Pau| Hoggart Mlgttty Maxs pro . 

INITIATED; June 1993 grammer, explains: 

'RELEASE; Decemb.r 1994 J'* ' ust ?°° d timin 9 "J* We 

had an original concept which we 

took to Ocean, who paired it up with 
the licence they'd got for Mighty 
Max. From there it devel- 
oped into a two player game, 
"which is very difficult arid very 
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"Mighty Max is a sort of puzzly-arcadc thing. You have to find the 
fastest route to the portal because you're under a time limit {and 
each player has Id find five objects each], but you still h,?ve"to use <> 
fair bit of strategy . The two- player game can be ployed as a co- oper- 
ation 'thang' or you can battle against each other - - trying to tollce 
the best icons first etc." Pawl Hoogart. Mighty Max's programmer. 
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■complex to program because of 
■the split-screen — it's very pro- 
cessor intensive To be honest 
that wiill be derogatory to the, 
l game, because it's better played in 
M I one player mode, That's how I p re- 
ft* fer to play it anyway," 
*m m " The game itself features three 
characters, all-running, jumping, 
crawling etc, but which can also 
(importantly) carry things 
about. In essence what 
they're trying to do is to 
carry and manipu- 
late specific items to 
portals which will 
send these 
objects 
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ax is here and about t 



(which are really weapon pieces) off 
to the final level where they can be 
put together and used to kill an 
enormous baddy. Hurrah! 

"The way they manipulate these 
objects" explains Paul, "is by using 
mechanisms such as see-saws, where 
you put the weapon piece on one 
side and drop a boulder on the 
other. You've also got things like 
turning on a magnet which can then 
be attached to a balloon, carrying 
your weapon piece away." 

The game features 25 levels, all 
quite happily using 128 colours, 
although it was once reported that 
it used 126, which is an impossibili- 
ty. A lot of programmers had a good 
laugh at that (not that I've any idea 
why, of course). There are also 'a lot' 
(technical term) of sprites on-screen 
which, as you might imagine, caused 
problems for Paul who was try- 
ing to keep the speed up; Mr 
Hoggart explains further... 

"The main character 

is being done in one 

frame — so the scroll 

isn't jerky, and it 

really, truly 

does look 

just like 

an arcade 



LUJ. 



your screen. 

icross the 



sand at top speed towards Ocean's latest licence . 
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game. The only things that do jerk 
are the baddies and foreground 
objects, but because the player tends 
to look at the main character all the 
time when playing, it feels as though 
it's all in one frame. That's one of the 
better things. The screen also uses 
the full height, being 272 pixels high 
and 220 wide, and that really looks 
impressive when you get it onto a 
proper Philips monitor." 

MAX PACKS 

Each character has two weapons to 
play with, the initial one being a sort 
of ping-pong ball that bounces all 
over the place. The logic for that 
ping-pong was "crazy" because the 
characters aren't just walking on nor- 
mal platforms — there are actually 
different heights on the platforms. 
To make the characters look like they 
were walking up and down over 
bumps and obstacles, the team had 
to think up some clever new way to 
monitor the characters' 'feet' down 
to the last pixel, in relation to the 
platform's level 

"This initially caused a lot of prob- 
lems, but we got around it by divid- 
ing each of the map positions into 
blocks of 16 by 16, and giving each 
height of between one and fifteen. 
We do something similar with the 
character, so that if the bottom of 
his block is going to fall below the 
'map block', we can raise the 
character accordingly. (Really? 
Hooow interesting. — Andy.). 
"The ping-pong balls 
re very good, but also 
extremely proces- 
sor intensive. When 
you're piecing all 
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and 
the pir 
pong balls 
*'* going in 
Mtween them 
causes mayhem — a 
hell of a lot of logic 
goes into controlling them. 
There's another weapon 
where you have laser fire, which 
is acquired by collecting a special 
diamond Icon, and that's like a 
rapid fire that allows you to just run 
about the place blasting everything. 
This is a lot better because you've 
got tons of objects hidden in wails 
and you don't know they're there 
until you actually shoot the wall and 
they appear. The rapid fire laser is 
perfect for that sort Df thing." 

Because the player doesn't know 
where either the objects or portals 
are when first starting the game, not 
to mention the maps that are (in the 
technically-speckled words of the 
programmer) 'very big\ the game 
offers a fair old bit of playing time. 
When the play-testers were testing 
the Mega Drive version, initially it 
could tdke anything up to twenty 
minutes to complete the first level. 
On return goes, after a days playing, 
when just trying to 
steam through as 
quickly as possible, 
it could be com- 
pleted in three or 
four minutes. 

Apparently "It 
depends upon how 
you want to play 
within your time 
limit." 

And how hais it 
been as far as get- 
ting it all into the 
Amiga's memory? 
Paul Hoggart: 

"Originally the 
A12D0 was the 
lead machine 

(before the con- 
soles took over) so it's been okay. To 
my knowledge the game will be 
A1 200 only, although there's a good 
chance Ocean will be doing a CD32 
version themselves. I doubt very 
much that it can be done on the 
ASOO because I'm using the full 2Mb 
of RAM in the A1200, so even though 
you could squeeze it into the RAM, 
the graphics wouldn't be anywhere 
near as 'pretty' as they are on the 
larger machine. On the ASOO you're 
talking about 32 colours tops to deal 
with everything, and I'm not so sure 
you could get away with that." 

MAX FACTOR 

Ask Paul which part of the prog ram- 
ming he's most proud of, and he'll 
answer "Not much, actually" (well at 
east he did when I asked him) but 
h* thinks that every programmer is 



Hurt one ieln found in Mighty 
Mas^MHjppp a big Norman sol- 
dtw character who works like an 

■add-on, following you dbout and 

killing baddies. If jrou'fe competing 

with another player, you on tteal 

IC q«rman, but the game is better 

played Aiding each other; .moving 

objects for them to «*e * tc 

Incidentally, the Norman isn't on 

this screen, 1 just wanted to tell you 

About him. Fbolcd (On 1 



able 

more 

game 

make 



g B The game 
makes use of the 
A1200's 'quarter 
pixel scroll", for 

super-smooth 
scrolling. A lot of 

programmers 
think it's impos- 
sible to utilise 
this technique in 
a game- ■ ■ 

Paul Hogg art, / * 
Mighty iWu'f programmer. 

but it's hard 




like that 
"There is 
often more 
you want to 
include. For 
example, I 
would have 
liked to be 
to add 
to th 
design, 
it even 
arcadey' as opposed tc 
strategy-ish," 

The team is now faced with the 
task of tidying things up, and get- 
ting the two -player mode running 
more smoothly, 

"Originally when 
the A1200 came 
out they kept the 
same blitter, so 
effectively you tried 
to put more data 
down, but with the 
same slow blitter. 
This means that 
there's been a small 
problem with slow- 
down during the 
two player split- 
screen game, The 
nightmare part of it 
has been the two- 
player logic; for 
example [and this 
sounds obvious, 
to get your head 
around) if you shoot a baddy, it gets 
stunned, and you can throw it off 
screen where it dies. Now, if you're 
in two-player mode, you have to do 
loads of detections because you 
shoot the baddy and then have to 
check if it's on player one or two's 
screen. Then you throw the baddy 
off your screen, but you have to 
check whether it's now on the other 
player's screen. That's getting very 
intensive and is another contribution 
to the already declining frame rate" 
But what does Paul think of the 
final product; how pleased is he with 
the way it's ended up? 

"Well, If I said I was delighted I'd 
be lying, but I think it'll will be a big 
hit with the kids, because of the car- 
toon and the toys- As Mighty Max 
stands, it's a good solid game Q 



As you can see from this and all the screen shots. 
Mighty Max Is brought to you in glorious 'huge- 
screen O- vision'. This Is one of the few games to use the 
full height, being 272 piiwl* high and 220 wide, and "...it 
really looks impressive when you get it onto a proper 
Philips monitor," I'll bet it does, big boy. 
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Ever wanted to punch somebody very hard in the face? Could that 
person perhaps be Welsh? Does he look as if he's got an mangy 
Airedale terrier glued to the top of his stupid head? Is he as blind as a 
salamander and about as snoggable? If only Andy Nuttall would bob 
up and down gaily in front of 5 hang Tsung for just five seconds... 





ell, what's this? It's unus Li- 
st for a game to be 
revealed to The One this 
do so tO release: and especially one 
the size of Mortal Kombat tt. It's only 
recently appeared on consoles, to an 
absolutely rave reception (and mass 
condemnation from the moralists, of 
course), and It's coming out for the 
Amiga before Christmas- 

The development of Mortal 2 has 

been shrouded in secrecy. Or at least, 

that's how it seemed to US: & month 

i ago, The One heard a rumour that it 

i was being developed, but that was 

soon quashed by another, more 

authoritative, rumour which said 

that it had been canned. 

"I think there was 

*. ■some doubt whether 

we'd get permis- 









sion to do it or 



PROJECT: Mortal Kombat II 
PUBLISHER: Acclaim 
DEVELOPER: Probe 
v INITIATED: August 1994 
\ RELEASE: December 1994 



not," explains Robert O'Farrell, alias 
Barg, the game's producer. "We had 
already begun programming it, but 
It still wasn't on for definite. We sim- 
ply had to make sure there was still 
a market there for Amiga games." 
This might sound harsh, hut you 
have to remember that Williams, the 
company behind the Kombat games, 
is based in America. Even the biggest 
Amiga fanatic will acknowledge that 
the Amiga has never done as well in 
the States as it has in Europe, so 
most American developers automat- 
ically assume that there is no market 
anywhere — sad though it may seem 
— and for a British developer to con- 
vince them otherwise is quite 
an achievement. 
But the suc- 
cess of 
Mortal 



Kombat, released on Amiga just 
before last Christmas and reached 
number one in the charts, must have 
been a strong influence. Mortal Kom- 
bat was more than simply a beat- 
'ern-up: it included 
blood, gore and 
more blood, three 
features which 
other beat- 'em -up 
makers have been 
loth, or simply 
afraid, to do. 

"The main differ- 
ence between Mor- 
tal Kombats ! and 
2," Barg explains, 
"is that the first one 
had strong competition from Street- 
fighter 2. This time the creators, 
Williams, thought 'Well, how can we 
revamp it?' They chucked out a cou- 
ple of characters like Sonja, 
_ . but the five old char- 

acters which 

remained ah got 
completely 
reworked. 
"Liu Kang had 
quite a few special 
moves added — in 
fact, all the charac- 



of five special moves. And Liu Kang't 
fatality last time was very poor." 

Fatalities, for Mortal non-believ- 
ers and gamers who've had their 
heads stuck in a platformer for the 
last year, are an 
interesting sideline 
for the talented 
fighters (or Mortal 
Kombateers, for 
want of a better 
title] who star in 
the battles. When 
the single battle is 
over, and your 
opponent is lying 
on the ground, 
bleeding, a deep, 
booming voice breathes the words 
'Finish him...'; and you're given the 
opportunity to kill him (or, indeed, 
her) in a way you choose, 



£ £ A lot of peo- 
ple last year reck- 
oned that the 
Amiga had the 
best version of 
Mortal I. ■ ■ 

Barg, Producer a# Mortal 
KotraMrt I 



FU WATA PONG 

This could be ripping his spine out, 
cutting him in half with a buzz saw, 
impaling him on a bunch of spikes 
attached to your hands.., and the 
moral minority is worried about 
Streetfighter 2 having an adverse 
effect on Britain's youths I But it is 
this very feature which makes the 
ters now have game popular; which raises it a level 
an average or two above the more 'normal' 
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The Amiga version will be an almost direct copy of the Mega Drive, which 
apparently only had 65% at the animation frames taken from the coin -op. 
Which ivi t bad. considering an arcade machine would cost you thousands 
at pounds! It runs in a frame, though." Barg enthuses, pointing out that 
the scfee-n update is very smooth, "and the animation still looks great." 



envup games. And in the 
the fatalities have become 
more, ahem, fatal, 
- 1 the original Liu Kang just does 
• cartwheel and kicks the other play- 
er. That was his fatality," Barg 
explains. "This time, though, he 
tngcphs into a dragon and bites his 
deponent. Or he can do a cartwheel 
■Ad kick him! " he laughs. 

This choice of two fatalities 
stretches to each character, but it 
takes an extraordinary range of joy- 
no ves to pull most of them off. 
The general rule is that the more 
impressive the fatality, the more dif- 
ficult the joystick manoeuvres are to 
make it happen. 

"I think there are 63 fatalities in 
all" adds Barg. 'There are three dif- 
ferent backgrounds for each fatality 
as well, along with 1 Z babalities and 
12 friendships." 

Because there was such a media 
outcry about the general bloodiness 
of the original Kombat, the game's 
designers have included a number of 
nice features. Actually, they're not 
just nice; if the blood and gore are 
sick-making in one extreme, then the 
all-new 'babalities' and 'friendships' 
are a good two- fingers- down -t he- 
throat in the other. 

"Babalities... ate kind of like fatal- 
ities, but they're nicer because you 
change your opponent into a baby," 
Barg explains. "Friendships are a 
counter for all the blood and gore; 
the designers wanted a different 
aspect to the game. An example of a 
friendship might be Shang Tsung cre- 
ating a rainbow, while Kung Lao 
does a good one: pulling a rabbit out 
of a hat. Liu Kang does a disco 
dance. They're just an added element 
which makes it funny; and it's also 
a humiliation for the opponent 
who's lying on the floor — because 
he's expecting you to do a fatality." 
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Players of the Original Amiga game 

*1II b* pleased to hear that the umt 
turn is working on the sequel- "The 
programmer has done a really good 
job again," say* Barg. "He's actually 
worked bloody hard for the last few 
weeks, to make sure it all gets done, 
as have the others in the team." 

But there's an added art to the 
babalities and friendships too. As 
well as a head-spinning combination 
of joystick moves, you have to think 
about it beforehand and not punch 
your opponent during the previous 
round- So, say you've won one 
bout, and you reckon you're 
on for a definite second - 
and you think that a bit 
of humiliation is in 
order- In the next 
bout, if you kick your 
opponent to the 
ground, and not use 
your hands at all, 
then you're on for a 
friendship. 

"It adds a lot more 
to the game," explains 
Barg. "Mortal Kombat tf 
has shown up last year's 
Mortal Kombat as a really 
shallow game. It was good 
don't get me wrong, but it really had 
no depth in comparison. They've 
improved it so much, the two games 
are in different leagues. I think, also, 
that the game's designers were 
annoyed that Streetfighter 2 was 
seen as better than their game, so 
they made sure this time around that 
they couldn't be beaten,'' 

KUNG FU TILE 

So any of you who like me — were 
expecting MK2 to be nothing more 
than a data disk-style add-on for the 
original game are in for a shock. "I 
think a lot of people expected it to 
be just that," Barg agrees, "but with 
the huge sales of the original — up 




The compression routines used to squash Mortal 2 into RAM are so 
advanced, they actually work as you play. "As the game continues, the char- 
acter sprites are decompressed on the fly," Barg explains. "There would 
have been no other way to do it: it probably wouldn't have physically fitted. 
And even then the delays while it decompresses would have been far too 
long for players to bear." 
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the speed of the game up to scratch, the programmers have taken The 'Finish him' screen occurs when the opponent is close to death, wob- 
«jt the few background animations from each scene, 'The most important bling on his feet: and gives you the chance to execute a fatality. Perhaps 



thing about Mortal Kombat 2 is playability." Barg emphasises. "If we kept 
the animations in, the gam* would slow down, and what kind of a beat- 
~*«n-up is slow?" 



understandably. Acclaim is keeping the actual fatalities, along with friend- 
ships and babalities, a bit of a secret until the game's released. To keep i^ 
as a surprise, you see. 
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to four million people bought the 
game last year — we had to do 
something special. 

"It's a totally different game, real- 
ly," he continues. "It's so much hard- 
er, for a start, On a one-player game, 
you now have to fight 12 different 
opponents, and then go on to Kitana 
who is a lot tougher than he was last 
time. Both the end bosses are much 
tougher this time around. 

"And the graphics are so much 
improved," he enthuses. "The sprites 
themselves are much more realistic 
Last time they digitised them all in 
a really tiny studio, but this year they 
bought a special camera, costing 
about £30,000, and did it all really 
professionally. Quite honestly, you 
can see the difference in the sprites 
immediately. 

"In the mode we needed to use on 
the Amiga you can only use i€ 
colours, so we needed to plan about 
four skin tones which each of the 
characters share- Each character then 
has four or more colours of his own; 
and even after all that they're still 
looking really good. 

"I know a lot of people last year 
reckoned that the Amiga had the 
best version of Mortal 1, For game- 
play everybody reckoned that the 
Amiga was the best. This year, the 
people who programmed the SNES 
have really got their act together, 
and we've done a really good version 
for Genesis (Mega Drive;- so now 
we've got a lot more competition to 
make the Amiga version the best 
one. But we think we're going to 
give them a really good 





Same of the fatal 
ities even have 
their own back- 
ground*. 
"There's a Pit 
fatality where 
you knack your 
opponent off a 
bridge'," says 
Barg, "a Dead 
Pool fatality where 
you knock him Into a 
load of slim*, and his 

skeleton comes up 
because the slime ha* melted his 

skin off, And then there's the 

Combat Tomb fatality, which 

involve* spikes ." Lovely. 

run for their money. 

Surprisingly, there were only a 
couple of concessions which the 
designers have had to make from the 
5NE5 version — which is generally 
accepted to be the closest to the 
co in- op. In fact my eyes couldn't 
notice any differences at all between 
the two, but that's by-the-by. Basi- 
cally, to keep the Amiga up to the 
speed of the coin-op, they've had to 
take the background animations out. 
"It was a toss-up between having the 
background animations, which to be 
honest you don't really notice when 
you're beating someone up, or hav- 
ing a fast beat-'em-up. We figured 
that people would want a fast beat- 
'em-up. Every time. So the back- 
grounds are nice and pretty, but they 
don't move." 

And, as far as sound is concerned 
— a main attraction to Mortal Kom- 
bat ft, with lots of voices growling 
'Fatality', and 'Shang Tsung wins', 
say — it's actually better than the 
Mega Drive! "We're getting 
more sound sam- 
ples in than on the 
Mega Drive ver- 
sion," confirms 
Barg. "There are 
the character 

names, and if any- 
^^ thing there might be a bit 
ore musk. The title 
track, for instance, is 
excellent — it really gets 
me-going," 

This is the first Amiga 
game which Barg has 
worked on, and his work 
so far has elevated his sta- 
tus "from Assistant Pro- 
ducer to Producer. Last 
Friday, in fact. "I didn't 
play the first game 
very much on the 
Amiga," he admits, "but 
now I'm producing for it 
'm finding it very inter- 
esting. Especially getting all 
the moves down to work 
with one button." 

WAN HUNG LO 

Barg also reckons that some moves 
are even easier to do than in the 
coin-op version, to the extent that he 



While Mortal 1 came on two disks, the sequel will have to be extended to 
three, ai Barg explains: "We've kept In as many of the nice bits as we can. 
We've had to take out much of the presentation, though, because otherwise 
we'd have to go to four disks, which would be too many. But we've been 
able to keep most things in; and I don't think that one special move has 
been dropped." 




found himself doing moves which he 
couldn't do in the arcade. "Anyway, 
you find that seasoned Mortal play- 
ers don't use the special moves that 
often," he says. "They might do one 
per round, but most of the time 
they're jumping and kicking. 

"As it happens, I've just started 
working on another Amiga game/' 
he continues. "It will be coming out 
next year. There's a big market for 
Amiga games; but as a publisher 
Acclaim has never done an Amiga 
product before, Even Mortal 1 came 
out through Virgin. But when it 
comes down to it, the Acclaim mar- 
keting machine is amazing. This year 
we're getting the Amiga version out 
just as Acclaim are re-doing their 
advertising for Christmas," 

The funny thing about Mortal 
Kombat is that the original coin-op 
wasn't that big a hit. Well, it was big, 
but not relative to other arcade 
smashes like Virtus Rating and stuff. 
It was actually the console and 
Amiga versions which made the 
game the smash hit it became. 

"When the console versions came 



And the contestants in this week's 
Celebrity Squares are: Top flow: Liu 
Kann (play the demo, friends!), 
Kung Lao, Johnny Cage, Reptile; 
Middle Row; Sub-Zero, Shang 
Tsung, Kitana, Jax; Bottom Row: 
Mileena, Barakta, Scorpion, flaiden. 

out, Acclaim put so much into the 
marketing of it, people couldn't help 
but go 'Wow!' And then you've got 
papers like The Sun going 'This game 
is filled with blood and violence', and 
condemning it, which all adds to the 
hype. This year, incidentally, The Sun 
is backing MK2 to the hilt. Its gam- 
ing section, Mega Guide, loves Mor- 
tal Kombat il. 

There is one more feature which 
Probe might miss out; the infamous 
Fergality' which is hidden in the 
Mega Drive game. The programmers 
put a cheat option in, where the like- 
ness of Fergus McGovern, Probe's 
boss, appears; and you get the 
chance to, ah, 'finish him'. They 
didn't tell him about this, of course, 
and it was in the shops before he 
saw it. "I'm really not too sure if we'll 
get it into the Amiga," laughs Barg, 
"but we will try," A 







^rs 



M 






O] 



Q 



I 







In Mk 

sly ■// U 


13 J^ 


jlf^ 







RVHILRBLE FOR VOUR AMIGA 



ELECTRON! 



R T B® 



OCEAN SOFTWARE LTD ■ 2 CASTLE STREET ■ CASTLEFIELD ■ MANCHESTER ■ M3 4LZ ■ TEL; 061 832 6633 - FAX: 061 811 tifiW 



A 



WORK I 



l/l 



o 



o 

> 



PROGRESS 




Wizball, Mega-lo-Mania, Wizkid, Sensible Soccer, Cannon Fodder... Sensible Golf. With 
silly shoes, plus-fours, and names like Payne and Sevvy, could golf ewer really be 
described as Sensible? Andy Nut tall chats to the man they're already calling 'Stu* 



s 



O 



ensibie Go/f is going to be... a 
goif game." Thii startling rev- 
elation is typical of todays 
Sensible Software. As youMt know if 
you read last month's Cannon Fod- 
der 2 WiP, Stuart Campbell is Sensi's 
latest recruit, *nd when it comes to 
observations he'spretty damn sharp. 
Anyway; now we* we established 
that .Semi Golf is actually something 
to do with golf, and not basketball 
.or crocheting, we can continue, "its 
a game for up to eight players,' Stu, 
a h, c o ntinues, "ind gdtngcomp uter 
players with four different skill lev- 
els. Actually, it may be eight skill lev- 
els, but there's some doubt about 
that at the moment- There will defi- 
nitely be 20 courses though, made 
up from 72 individual holes arranged 
in various different ways." 

As you can see, it's got an over- 
head perspective, with zoomed-in 
close-ups for the putting sections 
(the pics with the big blokes in 
them), "In many ways, Sensi Golf's 
similar to the GameBoy golf game," 
admits Stu. "We've taken our inspi- 
ration from that along with some 
other things to create a really acces- 
sible arcade-based golf game." 

Yehb, but everybody who pro- 
duces goff games says that. There are 
loads of them, yet hardly any could 
be accurately described as accessi- 
ble.' (What about pGA European 
Tour, which is, as youK discover on 
page 66, as accessible as Matt's 
pants? ie, very accessible indeed — 
Harry, 1 ). "Well," counters Stuart, 
"everybody who has played it so far 
can basically play it within a minute 
of picking it up. Which obviously 
isn't the case with, say, Nick 
fa/do's Golf. Popular and well- 
loved game though it is, it's stfll 




Stuart'. 

PROJECT: fusible COM 
PUBLISHER: Virgin 
DEVELOPER: Sensible Software: 
Julian Jameson (Programming)! 
Stoc Cambridge (Graphics); Chris 
Yates (Hole Design); Stuart Camp- 
bell (Development) 
INITIATED.- March 1994 
RELEASE: Christmas 1994 



As the play approach*: each green, 

the view switches to a dove- up 
which shows the hole in more detail 
Although, as you can see, there are 
four players lining up on-screen for 
their putt; but it may be necessary t* 
reduce it to two or three, depending 
on the final speed of the game. 



a pain in the arse for somebody like 
me to play, who doesn't know any- 
thing about golf." 

But surely Nkk Faida's Golf is 
aimed at people who know every- 
thing about golf. Is Stu perhaps sug- 
gesting that Sensi Golf is aimed at 
people who... perhaps don't even 
like the game? 

"Yeah, you could say that," he 
laughs. "As long you add a proviso 
that it's for people who like golf too, 
of course. Incidentally, we've been 
mooting the possibilities of doing a 
Sensible Casino, for people who 
don't like gambling!" 

Presumably this would involve 
hordes of little people pulling one- 
armed bandits and playing Crystal 
Maze and things. Eh, Stu? 

"Yes. Er, using the successful Can- 
non Fodder engine, you move your 
squad of gamblers around the casi- 
no.,, no, maybe not," he finishes, 
grinning lamely, 




The rules of real-life golf have been followed pretty carefully; including 
drop shots for landing in deep water, that sort of thing. But if your ball's 
playable, you can wade in and get it. "We've been looking at graphics for 
the players who are up to their neck in the river,' 
should be quite fun." 



reveals Stuart. "That 




How much bigger are the players on the putting green then, Stu? "Er, I'd 
-aiard a guess, completely roughly, and off the tap of my head, about six 
times the size of the the little tiny ones," And of course, larger players mean 
^ -«f.iter potential detail — hence the guy with the white beanie hat. Or it 
could be white hair, apparently. 



HOLDING ONE 

So how far does Sens! simulate golf, 
then? Isn't there a danger, if the 
game becomes too arcade-y, of mak- 
ing it too simple? 

"With Hick Fa/do's, or PGA Tour, 
or Leaderboard, you really have to 
memorise how far each dob can hit, 
and things like that," claims Stu. 
"Oh, I've got to hit 1 50 yards, that'll 
have to be a 9-iron. I think Maybe.' 
And as an added bonus, you have to 
arrange your feet in the proper 
stance, and all that kind of rubbish, 

"With Sensi Go/f, you just go 
"Right, I want to hit it that way, I 
want to hit it this hard, and BANG! 
Away you go. The big thing about it 
is accessibility." 

Ah, so there are no confusing 
Swingometers' and things? 

"Well, yes; there has to be a 
Swingometer' to determine how 
nard you hit the ball, and whether 



you slice it or hook it." Gosh. 

Golf game connoisseurs will be 
interested to note that Sensi has 
taken the MicroPros? Golf stance, 
rather than the PGA Tour, as far as 
Swingometers are concerned. Virtu- 
ally all golf games have a long thin 
bar, which determines the strength 
and the fade of shot; but MicroProse 
Golf differed because it had a circu- 
lar meter, A small difference you 
might think, but a very popular and 
successful one And, if Sensi thinks 
it's easier to play.,. 

"It's amazing," enthuses Stu. "Like 
! say, everybody who's played it — 
even techie journalists — we've just 
said 'Okay, you do this, you hit that 
there and it goes there', and within 
a minute they've got it. However, the 
deuiousness of the game lies in the 
design of the holes, rather than the 
player's knowledge of golf. Some of 
them are very fiendish indeed." 
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Perhaps it's more like a pitch 'n' 
putt, then. Or Crazy Golf, maybe? 
(Hey, I'm a journalist. I'm allowed to 
ask questions.) 

"No?" he exclaims heatedly. "It's a 
full, ordinary round of golf. There are 
500-yard and 400-yard boles, par 5s, 
and you get a full set of clubs." 

But, as Stuart said earlier, there's 
no real 'techie* stuff in Sensi Go/f. It 
even selects the best club for you to 
take your shot. Ahh, innat nice? 

"It gives you the best choice of 
club, as well as how far away the 
hole is, and how far the currently- 
selected club will get you," Stu con- 
firms. "So you don't have to do any 
of the complicated working-out. 
Sometimes, though, there'll be a 
hole that's 160 yards away; but if 
you hit it with a 160-yard club, you'll 
land in some water. Because, of 
course, the distance includes ail the 
bounce and things; so you have to 
think cleverly, and perhaps hit a big- 
ger club and make the ball stop dead 
near the target. That's where the 
gameplay, if you will, really comes in. 
After all, you should be wrestling 
with the holes, and not with the con- 
trol system — tha*'' -"- u "*"iic phi- 
losophy." 

And it's a fine oi 

"I think so, too.' 
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And here's a picture of a guy picking 
up his ball. Although, we must 
admit, this 1$ actually a mock-up — 
that is, a picture which the artist has 
put together to show how the game 
will look — it does give a good 
impression of the quality and variety 

of animation 




t 




>w does Sensible do it? The tiniest characters ever imaginable, and they 
ii ook like they're concentrating as they swing the club! Stoo, the artist, 
often considered laiy because of the tiny graphics (probably) — but con- 
ly his characters are packed with feeling and realistic movement. 



TEA'S HOT 

Oespite being driven to include aliens 
and 1 930's gangsters in Cannon Fod- 
der 2, there are no such oddities in 
5ens/ Golf, The traps are laid out as 
they would be on a real golf course: 
you know, bunkers, rough, out-of- 
bounds, woods, rivers, lakes... all the 
usual palaver. The designs may be 
"fiendish," but if it's basically a 
straight golf game where's the com- 
edy? All Sensible games have some 
joke* in there somewhere — is Go/f 
to be Sensi's first 'serious' game? 

"There will be some little gags in 
there, but they're going to go in 
last," says Stu. "Currently, we're not 
near enough to completion to get 
them all in, so it's quite a serious 
game at the moment. It's a very 
straight golf game; but there's quite 
a long way to go yet." 

There is one major difference, of 
course, between this and most other 
Sensi games: the size of the players. 
On the putting green, the tittle guys 
are suddenly huge; detailed players 
with res I hair, and limbs which move 
realistically. What's going on? 

"The ordinary players are the 
same size as in Cannon Fodder," 
admits Stu, "but in the zoomed in 
putting section we've got some 
chunky big guys. That is only for the 
putting green parts, though. The 
game's still going to have that 'little 
graphics' look that all Sensible fans 
know and love." 



Sensible is continuing its 'little peo- 
ple' theme, beginning with Mega-Lo- 
Mania and, most recently, Can nan 
Fodder 2, with Sensi Golf. It means 
that Sensi lovers will be happy, the 
layout af the screen is nice and sim- 
ple, "And," grins Stu, "it means there 
are less graphics to design,.. Oops, 
no, I didn't mean that!" 




Unlike other golf games, the course 
actually scrolls around to follow the 
flight of the ball — whereas, say, 
PGA Tour will show the shot, and 
then flick to the landing position. If 
you've seen Cannon fodder, you'll 
know what to expect — because it 
uses a similar scrolling engine. 
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Sensible' l commitment to producing 
a "realistic, but ultimately arcade- 
Irk*" golf game shows in these 
screens if you look carefully, The 
information panel on the left is 
much like any other golf game, with 
a small map of the hole (along with 
an arrow to show your position), 
the ball's current lie, the club 
selected and the relative score 
of each player. Excellent. 
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. .6 90 

„ ,*1 M», 19.« 

A'30O..ia*9 

_ .ASM/COM.. 19.99 

AIJ09/CD33. 199* 

. ., 17.9* 

A50C.. K).99 

CD»..t 2-99 

„ , .12.99 
A5DO/AI200..22.99 



C^ir^- Fua*M '2 

Cv*a^> Calkchan ^Oiuvl 

CaA«4f D*luui* 

CHWIMQHIW MAnUdtUNfr OF tf AWN tUTJUMfal 

Ctw*plori*hip •winnagfl' Ifc'I'Ci 

Che^uaisliip Managv C«mp»niiwii M100 , 



Ml 

.16.99 
.S2.99 
.14.99 

..ln.99 
.179* 



(.hi?-:,::ioiiliipManDO,Br liolie Dalodiik ...10.99 



Cho>» F1191IH 
CKwt *«V ! 4 2... . 
Clnsiic &K»d Gafr*i . .. 
CLASSIC C0UKT1ON 
CLASSK (OUKTKJN 

CLLMFOOTIAU 

CcKarl2 

Cvrtface Closiici 3 . . 

SfMicthMd 

Crash P ^wftm 

Crun* Far AConjH* 

Crvnol&ogai 

CyWlpflo* 

Cffe*-«*i 

D &T3W ™fl#Qinning ol Thv E»d 

P DAT ■ OVItLORD h 

CAAKUED 

PAWN PATHOl ,.„.,-.■■■ - 

^fli^ii 

D<mn«*$iUac 



A1JO0. 17.99 
C0». 19.99 
CD31 



DELPMINI 

LUCAS AHTS , 



THI MANASEB.. 



3.99 

6 99 

19.99 

19-9* 

1P99 
19.99 

199* 

22.9* 

17.99 

. . 17.99 

.'.2.99 

.19.99 

22.99 

CM J -.3 1.99 

. .22 99 

ULiiimifri 23-ilpV 

X61S .51.99 

.AIOO/A 1300 .33.99 

....ASOO/A1200 22.99 

17.99 

. . ,CM2 .19.99 

. . .12.99 

. ..22.99 

dmjmmZ" Aiamvras jj ** 

MEAMWH -ASDO/A11O0/CM3 .33.99 

Oun, -«•« 

U n, 2 12.99 

Dung«. MM* 2 . ..A400/A1 200. .22.99 

LValW "-2 

Eli* J IF.enii.ij ASOO « CM J . 1 9.99 

IMWtTOW. As«/o»a . 1 F.W 

f^iirifuVill CM? 1 J 99 

EMPIRf SOCCIH '94. m.*. , *' w 

Eolc H» 

Urottn. .. COM !* " 

'299 
19.99 
1J99 
1799 
1199 



CwpC<*. 
Dwp-Slr..* 

I :■..::■' .|l' 



10-1 

12*9 

19 « 

12.9* 

C£3J2..I4.9* 

. r „A130O. 19.99 

,C0J2.. 19.99 



Siorirtf Spsml UWw- 
Sloj T'rit ... 
Mimf FighKr 2 

SUS 

Svbwor 2di n 
^fawar 2CiO , 
iufur Cofi... . 

Shjw^oB 

S«p«f Ltogue Wmeof 
Sup* l»pi 

Sup* 1 loopi 

Sup* F\»f 

Sup*. Shyduil 

54ip'i..«cy 

En>pdiDahj 



999 

A1100 22 9* 

12.99 

C032 .19.99 

19.99 

A15M .22.99 

CWi.. 19.99 

4.99 

12 9* 
1999 
1799 
1999 



It/A. d Th. holm 23.99 

lOST IDiN ™« „„„CD*3.M,99 

LrtV**™ Xrj32..l999 

Ort^Tv^Tntow CD32..22** 

lu-toFrhtliniplnu ' 2 " 

.Vtagir'iA'k Com. I'-** 

>^ 1 «,LMd« n rP.y I9 .0»i» rfOWTOS.. 19.99 

Man HMKi PrwniBf Lnuw Cwmpi Oalcdiil B-99 

Mc"in* Mk^Icl. AdtvWH Al 2M/CD32. . 19.99 

.CD32..19.99 

ASOO/ AeM/A 1 200.. 17.99 

CMS ..22.99 



.CDTi 
..AJ00/AI2OO/CD32 

A12D0 

.CDJ2 

CD32 .1299 
A1JMVCD32 .19 99 

10.99 

., 22.99 

Tin"cd Mono**- Engliih or Set** « ***>.. . - 1 *-** 

Tochtnl Worogr WW ■ -]*-f* 

W Wnh:h Cridirt -— 1° Jl 

TFH AI2O0 3499 

tVJ CD93..33-99 

I". "HI * ^ -"""g'S 

T*-Ck« AHOO. 19.99 

TM OKATfST .— ■■ „„.„.— 31.99 

Th.ir FinrntHov . . ^ i. „ 

THEME PARK AI-3O0 OK A5O0.M-99 

TOM LANWT SIBAfEGT DB1JHAJ0O/A40O/H 300 1 9.99 

..AS00/A1200 



M^i.mi Aji. 



MeiMnaviaf Doom 

ikAkraCfttm 

Micro Mocn«« 

MinhvMOj 

MintnyMaH 

MiMlary VowpK" 

Mooapah/ 

Uatal Kombaf 

M; Bbbby. 

Mtionl League HoOty 

hJied Foidv 1 0*1 

Nig.1 MchihII Vvbrld Champ 

Otvm SiMril'i BrkigD 

ON fMI BAIL - WO*U> t*» tOmON 

ON TMI BALL - WCWLD ( JP IBmON 

ON THE BALL - LEAGUE CtJlTtON .,.,„ 

ON TMI BALL - LEAGUE EDITION 

-erJMii.'i . - . 
P^A fuiolour. . 
«jA hur GdF . 



A30OA:P32.. 

A50O/AI20O.. 

CD32. 

...AS00/CD3.2. 



f^dTh.S^oW^laS 

flGrard^i, 

Fl VArld Cheffl|>onihip Edilion 

Fl-S SiriVvEpflU 3 

Fl?CiidlinoVPrDi»dX CMJ 

FifSvaMirionhi 

Fll?A JvaJlhhghlir.. . . . -U99 

Fisld. CK <31«r, #J0O/AI3*O/C032. 22.99 

f IFA SO«M -™.„- -«™.l**l 

fWfare... CtJ2.. 19.99 

Fb.h6«L »*■« 

F ,ghl iim.kWJ. 3 n.JJ 

Fl^hf Sim 2 Gf«2 Brilam Scw*'r ■ Jo" 

Flight Sim 2 jcoan Soiniirv . ']«« 

Fl.gri» Sim 2 M^wriaiiOrt 5^.n#fTf 13 99 

FI>gM 5m» 2 LJiA Nil 7 WaihirgUS" S**n«fy 13 99 

Fligm S.r-1 i USA N« 9 Ch iaqo Scv*- r . 13.9* 

■hgnl «kn J USA No I I C^trc-f 5c.n B ry I 3.9* 

fli9hl S,m 2 U5A Mo 12 N*« Iferi. Scmiwj . ;3.99 

Fliohl iim 2 ^*kUfn Euf*p*ai> Tour 11.99 

F«Kf S J St.nwy Co»Kli«n A 26.99 

flfcalGUKv. ASM/A 1 3CC.. 17 99 

G*n.«a .... 1*** 

Gklbduli 109* 

Sad I3 - W 

esbUlq 3 ?3 -^t 

GraKim Gcach Sateftd Inningi » I - * 

Gfnbarn Ooati - 1.11 Mot* SfMciol . . 19.99 

&anam Goach Wnyl^Clau Crin* . 19.99 



19.** 
l;D32.2*9* 

1/9* 

Al 200.. IB. 99 

ASOO/CDK -17.99 
. .19.99 

.lfl.99 

. . }0 99 
1399 
1799 
22 9* 
19.99 
22 9* 

.....19.99 

.Al 300 .33.9* 

...19.99 

Al 300 ,33,99 

..1999 

ASCO/AI200/CD32.18.9* 

12 9* 

PtNtALl DMAMt ♦ FANfAMf 1 _ .31-99 

Pinbgll F4I«HI» A1W0-W.W 

Pinball F«k»iH .CD32. 24.99 

Pintjll Mog.c . .. . ., - J-JJ 

pirtti. ASOO /CD32.. 19.99 

Fhm F Soto I . . . A 1 20O/1CD32 ..22.99 

Fek*Qh*il 1 a- iv 3 ,2 W 

POPULOUS 2 ,,■■■— . „-.m,M la.** 

tmm#m AMO/M»/CDJJ..I« 9* 

lUunrhbrU 22.9* 

PowwnHrw.ri EM*a Dill \l.Vv 

p^,, r. ..xixt. i2.« 

Pnn.li Mc«ig« 2 12.99 

PHIFMR MAHAOR i_«™„ „„.-lF.» 

Ptim.Mtn* ■«.'*•!! 

PTincoOf P»i*f3 

FtD,KlJ( 

«yo r icJw , FI7CS!ill.nBS. 

tto *hHi W 2- Jimwi 1 Cm™ L>»al Court 2 

Pj% Squad .. 

CWaWAl*! Br>»d 



"l - 

tapGM' 2 
'ow*r A*»yk . . 
TOWiH ASSULT. 

TFflc&n 2 

Tfqpa N ThdwitM 

T^imhiJ l\rvM &fllu»* -■ 

1UCBO THAJI 

UFQ 

UFO 

ULtlKtATf *CWT BLOWS,.., 
ULTIMATE PIMBALL QUUT .. 



,CD32. 



CMS 



1999 
I] 99 
19.99 
22.99 
17.99 
19 99 
17.99 
A12W 22 99 
ZOii 19 99 

jCBia -19.99 

_. ..-.19.99 

'7 99 

..AMW/CD».»-*9 

19.99 

19.99 

19.99 
13.99 
1*99 
.17.99 
.17.99 



....A50O/CD32 



UNIVtMl-.. — — 

Valhalla kti d iftfflih/ 

Vovagoi ol CitW^r? ■ 

Vital '^flhl- . .. . m, 

Wat cf Rorw. . 

WKrh^ InhWnanoiial 5dcc« 
'iMKrhitf lnlwnt*<5llQ. Skcw 

lAAv4ili^ "uabf l"gu» 

WildCjpSocMi 

W.ldCdp5o;c*i 

WING COMMAND!* ........ 

Wit rib... 

WorklCupUSA 1994 

WOR1D CUP TEM '94 

VA>ldi ofi l»g.nj ^^'..JiS 

WC*U> CJUP OOU XDM.19.99 

Z-WJt.. ...,-19.9? 

2bnk«t.-.. ^ r »v 

Zad Iuf2. =*" 



COMPILATIONS 



,..,...,..... 



..4.99 

_ 10.99 

...CMS. 17 9* 
..8 99 

..A1200/COH.I9.99 
.C032.I7.99 



Quail Fv Clflrj 1 Of 2 12.99 

UailHoee Ty*o«, 12-W 

H^KhF^lh. SL-. 12** 

R.unh>* .AJW/A400/A12O3..22.9* 

tinm CH M-du M Gold , ..JL.-11TL 

mtU Ot THI BOBOTl mm— „A»0.3i.99 

MSi Of THI H5BOTS,.„.h,~ Al 900. 17.99 

Ri„ D* fk, Bcbal. .CC32 .23.99 

RotiinKjnS taquiam ■ ■^■j'J! 

HUOBY UEAOUI COAth ..... „..„I9.99 

RLJ«n:FEn&M»™nl2 . HW 

R..J*I'H' f JGT 1? - w 

ifimo*. JE2H"?f2 

tyd«Cd P AI200M59G. 17 « 

S«Av* Tmui (afliwcadl . .CD32..2099 

S«e«l SomLra, A SOO/'A 1 J00/CD3S. I * 99 

SKBfT OF MONKf ISLAND [1 M»)— -—..-. 1 199 

3acr«i cf FAonkH likind 2 - . , 3" 

WU* 5««r CM2 .. 19.99 

iani.bt* Sector IninHUhMid! CM2..14.9* 

S,n,ib* World Of Sosetr 1*** 

StrJilBLi SOCCER INTtBMATIOHAl lOtTtOM 13,99 

SETtllH -«>«.. ' 1 *'™ 

Shurrta.SecioaFl^li'iiinukitor - 12 9* 

Si^raSntoBr '*■*• 

$il«il Sarvicf 2 ,SW 



WQflLD CUP YEAR »H 

Se*is±.lB Soccer, 

CFaTip*aranip FAa-iasw W, 

StnfcBT. Goal 

tl4.M 



LMDSaFPOWEH 

Stan Sar.ia £ Hod B»(m. 

HDlrom Timon. Barton 

Bjpoml 

HBJfl 



flIJIUJDILY CCHPaJtnCHT' 

CaiTtHJ F-Odiiaf Sollloi* 

Chars EnciTieTE 

E17.99 



AWARD WINNERS 2 

SflfiSiiilB Erjccsr. 

Zoot, Jimmy 

irVhites.EhtEil 

Clfl.99 



TEAM 17 VOL 1 

FJody F&OW5, 

Supftdrog, OvBfdmni 

Ef9.»B 



DtLPHIHE 

Clo*olf ColkKllon rum- 

MCh. CnimlrJr » corpw. 

AnalNir World. Oparollap 

SDaotlh. Fuuur* Win 

ElkM 



COMBAT CLASSICS. 2 

F19 RlealH.gliUii. 

Silofrt S*ruK» 2. 

Paci'ic planes 

El 9.99 



LUCAS AFtTS 

CIioik: CdIUkIIo" 

Manktf H4ind. Loom 

InOr Janat LHt C ryioOa 

ADVinlur*. Honloc 

HHialnna, Zlk Ifefcratkon 

11IH 



EXCELLENT GAUCS 

AflCHEH MACLEAN'S 

POOL JAWfS F^OND I, 

SHUTTLE. KtPOLOUS 

2 

mm 



THE BIG a CE>3i 

Diuy Advwlurat, Prlnca 

8Mh» IfnlkFU*. 

Cryitil Kingdom Olxzy 

UBBlClirHt Dlzoy 

5p.litwunil Dillf 

lr».iuro i|l»nd Olzzy 

Fanlaallc fjliif 

nut 



SPECIAL OFFERS 



.AJOO/CDJ^ 



-,..0012. 

A1200. 

AJOOoi AI2D0 

. ..A5KyM20Q 17-99 

CMS .19.99 

„.„ -.„.- 13.99 

. . 10.99 

.. . 17 9* 
..19.99 



Alien Intd 1 

Arabian KrikflflH — 

BoaV BkiWI,..,,,.,..— ,, wm 

Civifiwhon ...„„ Al 200 ... 

Chompionihip MorKigBr '93 .... 

Chaxti Irigirte „. « - 

Curntmr Sir Palral .„" ... 

Coal World ., m..» . . 

Jock iMifklaui Urvlirnirtfl yolt „.», 

Jack NicWnui Cours* Ditrjnwi C% off *( 

Jirtn Bofne* .„,„....tBM ... 

Kick OH 3 ASMMiaOO... 

LrmiYiinot 1 th^ Tribes 

LOlUk frilOay ,,,rrrr D ,1t,. r l—.tW 

Mick FoldcTi <3oll.„, ,,-....- , 

N FAontEll World Chomp ...Al 200 ,, 

Pinboll OretHTij „ 

Pinball FonlcniBi .„„...... 

PTiantar Wunager 3..„. rrr „. 

S^niible 5o«:Er 03/93 — «, 

Shadaw W9-rW* ,..— — 

Soccer KidASQQ/ A 1300 r,.,,,.^- 

Tbrnnda ASOO/A 1 200 « 

ViJcingj - «• 

Walker ,--. -<i 

■WjJ . ,„H,« *. 

Zod L,^,.. -JUOoTi 1 200 .. 



..12.99 
....9.99 
,,12.99 
..17.99 
..ln.99 
...999 
...,9.« 

fl.99 

..12.99 

_^7.99 
.....0.99 
",99 

.12,90 
...12.99 
...11.99 
...12.99 
.,,12,99 
,„ 12-09 
.,...7-99 
...12,99 

0,99 

9.99 

.....9,99 

9.99 

9.99 

».°9 

.,,10-09 



EDUCATIONAL 



ADI English {All Aosil »■— i.. . . i m i ii . 

ADI Fr»n(h (AN Ajft)....,,,... -. 

ADI Mnthi (All Agei'l-, ,....,.,„■ 

ADI GCSi MaKKi-Erajliih wr Frtjnth 

flotlar ipoiling (3 -10| ...,.,.„ 

dctlcr Frtail'ki (12-1*) ......... 

Cave M019 (fl-- 1 2\ ...... muim 

Frot^ian Gflblini [8-13] -■ 

Fun Sthftal 4 |U5) or [5-7) er (7-V1 
Fun School ftjir* * Ofwjlo (ovnr i+)_— 

P^fdtfidlpt«pnlc*(7 -131 — 

Junier Typlit ( 5- 1 0| ■■.■■■■ — .....«.i«i. 

Magic Mathi [**&) ..,„.,«..., 

Mat4*» Dragon 1 10-1 3)... 

Maths Mania 1 8- 12), 
Merlin Marti i 17-11], 
Mhkor'i I23'i(2-S|-... 
AAickey'i ABC ( 1.3- 5 J .... 
Noddry'i Big Adveritu™ 
Noddy 1 ! F*lajf Time (3*) 
Pitru™ FrtKHoni (7- 1 0) 
Pla r *cfvwl P'6), 



imiiiiiimi 



.,, ,.....jnii 



in mi — " 



Roaioninq with Trail* [5-1 3) . 
Tidy Th* Houm (d- 10], >..*.—. 



.,,17.99 
,..17.« 
...22.99 
...13.99 
...13.9* 
...10,99 
( ,.H>.°9 
J..1C-.99 
...17.09 
™17.°9 
...10.99 
,..13,99 
...1(1.9* 
...13,09 
....17,99 
..,.1399 
...13.00 
..,.16.99 
...16.99 
....10-99 

.FM.TiVy 

10.99 
r .9.99 



JUNIOR ADVENTURE 



Robin Hoodie » )..... .„..,„.„..13.99 

Scroow (A CHrif imai Carol} [»») 1 3-W 

The Thrw B«r» [SIO), - 13.99 

Thoma* Tho Tank Engine...... *>?'2z 

Wind in Tin Willowj \b+) 13.00 

Wiiard Of Ol „», ,...,.13.99 



JOYSTICK & ACCESSORIES 



''6.99 
19.97 



Javiliik Imart.lon « 

layiHck T lollttar 

LncwL 3 Dallry Id. Aulofira JTI S9 ... 
l«oic i Oualru UT Aulnlw. JT1 1 i .... 

H?ip't 1 Oualro JT 1 S4 ..... 

Lvgi. 3 Lo^.pad JT190 » n i " 

10 r;apDt.ity 3.1" DiiA Ba« --..--....... 

40 i.»pt.e ity 3 .5" Di ill Bs ■ .—.-.«.... 

10 Tap II rl"t JJ" Diik ls> „ -.,-.. 

BO CapMiity J. J" Diik Bbk - 

iQQCapaciir 3-*" Oiik •»e......„,.^-. 

Analeo JsyitHP i<lo^tor ,-.,- 

CtwMleh lilt, 



Cl***leh Bt*g . 

fr»»yv-rm.l Slt*ri>>B whMt "■■ 

Orn'll Advonrod Iwinih Joyilich 

Mw»* ,.„.„ n . F „ n ,H..u-.».» 

Itaiwmlt "■■' ■■■i.i-.. 

Orgvii Gume Pad ■■■„.. m«i ,»» 

Quick \oy J*tFiah1ar ., ,,.,,-.,-..--•,•„ 

Quickie? FadaTi ■.■■,.■■..„-■-„—".' > 

Quickpy Tnpilor ....,,., 

QuHkioy Tgrbe .-,.-, ,., ,. ,.., u.u.. 

loifati rtaannrip II Aurflhra *IX 2» . 

lcr*onb»» 1, Spaakon - iiWi 

Suncom Slik Stitk ,-..... , „.„. 

)UAUm TflC 2 ^mi i nwmn n . n ,p„ 

WHS J q* Slick , „..,..„.„ 



, 6.99 

, 4.99 

- .10.99 

.10.99 

...... „..B.99 

,„.„... 11.99 
.„...„„. 1. 99 

*-» 

a,*9 

t.« 

7.99 

4.9* 

7.99 

11.99 

.„,„.„3A.99 
,„.„, M 31-99 
.„. r „ r ,10-99 

h,I-99 

..„.r,.,1i-99 
,.»..n.,1 1 -99 

17.99 

17.99 

_ 10-9* 

,,....,...10,9? 

, 12,9* 

, S.W 

,.. .,..?.« 

4,99 



3. 5 "BLANK DISKS 



10 
20 
30 
40 
SO 



TDK 

VERBATIM 

BOXED 

7.W 
I4.SC 
21. V* 
2B.49 
35-00 
65 00 



PRECI- 
SION 
BOXED 

6 49 

1 1.99 
1 7.49 
24.99 
26 00 
49.99 



UNSRAN- (tECY- 
DED CLED 

LOOSE LOOSE 



5.?? 
10.99 
15.99 
20 49 
23.99 
44,99 



& - 

12 00 
15.00 

1 7.: 

15 . 



REVI EWS I NTRO 





V M 1/1/ £j 



40 CANNON FODDER 2 
44 JUNGLE STRIKE 
44 PREMIER MANAGER 1 
48 PGA EUROPEAN TOUR 
1 SO ZEEWOLF 
51 SUPER STARDUST 
56 FIELDS OF GLORY 
S8 LORDS OP THE REALM 
40 MORTON STRIKES BACK 
62 EMBRYO 

S4 UFO ENEMY UNKNOWN 
68 CRYSTAL DRAGON 
70 MAN UTD CHAMPIONS (CD32) 

70 THEME PARK (A5/600) 

71 ARCADE POOL (CD12) 
71 SOCCER KIDfCD32) 

HOW DO WE DO IT? 

At The One we believe that a picture speaks a thousand words. Each review begins with a 
short introduction, telling you what sort of game you're reading about and outlining the 
plot. Then we follow that gp with illustrations, maps and diagrams accompanied by 
informative captions that demonstrate every aspect of the gameplav. Finally there's the 
Verdict where we explain the game's good and bad points in detail, so that you can work 
out whether the game's for you or not. Though a review is written by one person, the whole 
team plays every game reviewed and the Verdict and scores are based on everyone's input 
Based on years of research this is, quite simply, the best game reviewing system devised by 
man. Probably. 



Virgin 

Ocean 

Gremlin 

Ocean 

Binary Asylum 

Team 17 

Micro Prose 

Daze 

Confused Pelican 

Black Legend 

MicroProse 

Black Legend 

Krisalif 

Electronic Arts 

Team 17 

Krisalif 




THE VERDICT PANEL EXPLAINED 



J 



This pi«y shows you clearly which 
Amiga - AS DO. GOO A 1200 or CD32 - 
the gam* ii being reviewed an. 



This panel indicates who is pub- 
lishing and who created the game 
along with essential info such as 
how much the game costs, when 
it'll be released, the central sys- 
tem(s) used, how much memory 
your Amiga needs to run it, how 
may disks it comes on (and there- 
tore how much swapping you can 
anticipate) and even whether you 
can install it onto your hard drive. 



This percentage indicates not only 
haw well-drawn or animated the 
graphics are, burt also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
awer than expected Graphics 



As with Graphics, the Sound score 
«n't based purely on the quality 
=* the tunes and sound effects, 
but alsa an how well they 
rnhance the gam*. For instance, 
an all-guns- blazing; shoot-'em-up 
with a silly bouncy jingle wouldn't 
do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP I), 
indicates how easy the gam* is to 
get into and how much fun It Is to 
play. Things like poor control or 
cluttered screens will take this 

score down. 



Another 'new' word. La stability 
indicates whether you're likely to 
finish the game in a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
goad or bad. tt takes into account 
many factors other than the four 
main ones listed above, which if 

Why it's not Simply an average of 

those scores. Anything scoring 

t>5% or above is considered an 

essential purchase. 



The Amiga family is even bigger 
than ever now, with people able 
to buy A500A6005, A1200* and 
CDJJs. Here's where we'll tell you 
about how the game runs on the 
machines not covered In the main 
Verdict panel, a$ well as whether 
any enhanced or cut-down 
versions of the game ar* planned. 




ANDY INI UTT ALL 

The One's pretend editor react- 
ed to his appointment by sod- 
cling-off back to The Land with 
No Vowels for a week. The reas- 
suringly-boggle-eyed plucker of 
I the Cymric Harp returned forti- 
fied by his sojourn amid the 
slag-heaps of The Principality, 
his ample belly swilling audibly 
with iti sinister cargo of Mild and his confidence 
boosted by the lies of the hatchet-faced communi- 
ty of lace-makers whose familial bosom he besmirch- 
es with his candyfloss head. The first thing he said 
when he got back was: 'Oooh. Hello. I'm Aled Jones.' 

MATT BROUGHTOIM 
If the glee ted protomorph of our 
newly-delivered reviews editor 
wants to be taken seriously, 
then he had better stop using 
the word 'pants' at the drop of 
a hat. or indeed a trouser. If he 
wants to get on in this business 
then that stupid, 'Oh look I've 
- just done something ever so 
handsome and clever' smile will have to go as well. 
You are not James Bond. Or Fran? Kafka. You're a 
useless journalist working on Britain's second least- 
popular Amiga games magazine. What sort of name 
is KlAI anyway, oh would-be teen -idol? 

HARRY ATTRILL 

There's no fool like an old fool, 
and our Haz is both. Raised on 
rock, but with a mind more clut- 
tered than a tart's handbag, the 
arthritic prod ed has finally 
bowed to the inevitable, and 
reviewed some games. Why? 
Because he'll get the sack if he 
doesn't, that's why. For the 
record, he insists that he must be permitted to point 
out that computer games are all, without any excep- 
tions whatsoever, harmful to children, but that a 
career in the church definitely isn't and you don't 
want to believe everything you read in the papers. 

JO WINS LOW 

IShe looks cuter than a slice of 
baby-seal pie, hut recently she's 
developed a tongue as sharp as 
her taste in clothes. At first we 
put this down to her being a girl 

I and that, but now we reckon it's 
pre nuptial nerves. Apparently 
her boyf is not keen on her 'chal- 
lenging' interior design for their 
home, which features Batofoil curtains, mohair car- 
peting and furniture styled m Bahamian cork, which 
encourages the skin to repel excess moisture. Jo-Jo 
has put her daintily jack-booted foot down firmly 
and refused to consider 'something from Laura Ash- 
ley.' 'Who does he think I am', she fumed 'That 
utter twinkletoes Sarah Connor?' i 
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;been so much fun. Mow war appears to 
joking forward to a nice bit of genocide! 
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it* is the fc?vpl thjlt 9 a^e. bodtp .myself 
-.»d the candytlo,* man {Hititn, I think 
this lev* I, for instance, Her* he means ffl*~ • Andy) the most ttou 
jV € only just pnou yih grenade* ***< and i nvolvss-h mc ri ng rams <a n 
aw up alt of the e*emy wlwti, A„ .f havirtg these git* steam- 

!.u w»rk aJetigj the ifl 9 towards yew wasn't bad errouyh, 
should you actually manaBatostay 
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ters page to see how some 
people suddenly lose their 
sense of humour as soon you poke 
fun at something they care about. 
Mast folks will happily laugh at jokes 
about death, illness, cruelty to ani- 
mals — anything, really — but as 
soon as the topic comes round to 
something they don't consider funny, 
they grab their pens and start writing 
hostile letters to all and sundry. 

I know I've done it. I laughed at. a 
joke about cremation one week, but 
two weeks later it didn't seem so 
funny because we'd just had to roast 



(see, now I'm even making 
jokes about that!}. That's just the way 
humans are. Mind you. though we've 
rattled a few cages in our time (you 
should see the effect calling a police- 
man 'Johnny pig' has!) no one has 
managed to surpass Sensible Soft- 
ware's excellent coup, whereby 
releasing a shoot-'em-up game under 
the heading War has never been SO 
much fun' they managed to get just 
about every surviving old soldier up 
on their collective soap boxes (which 



anyone who's ever seen an ageing 
wrinkly over the age of 60 trying to 
get out of a chair will appreciate is no 
mean feat). 

Well, never mind your D-Days and 
poppy -day parades. Sen si is back, 
only this time it's cleverly avoiding 
any unwanted complaints by sending 
the familiar little green lads up 
against aliens, Chicago gangsters and 
medieval knights (the new motto is 
'War has only ever been this much 
fun once before'). 



AAAPS A GO-GO 



Basically, things haven't really 
changed much since last time. You're 
still m charge of up to four 'troops 1 , 
all controlled with the mouse, and all 
more than happy to shoot bullets, 
rockets and grenades at anyone you 
tell them to. 

The missions come thick and 
thatched; some short blood-bath 
affairs, others more absorbing strat- 
egy romps. None of it requires expla- 
nation, plot or instruction, because if 
you can move a mouse and tell the 
difference between a tree and an 
enemy sniper, you're pretty much 
sorted. Q 
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As with the original Cannon Fodder (a phrase I seem to be using a lot) you can call up an overall map for the level you're currently an. As you can see. 
some lev pis, are fnormpus sprawling multi-screen jobbies, while other* are but a single screen in sine, relying on sheer gfttishness for their delight, 
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Hello! What's going an here? If I'm not very much mistaken, I'ue just 

toeen kidnapped by the aliens that appeared at the end of the last 
level, oatd whipped off to their home WO»|d. Apart from giving the 
game ah excuse to have spaceship levels, this little scenario ditty also 
means that the aliens can drop me off back on Earth, but bt different 
points in history. Ah, now I understand! 
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Being a bit of a git, the first thing 
did when I saw this level — complete 
with a field of pigs — was to run 
around shooting the tittle porkers. It 
was only once I got close enough that 
they got their revenge, turning out to 

be booby-trapped! Yes, get too near 

and you'll hear an evil little chuckle, 
complemented by a puff of smoke 
and the smell of bacon. In fact, look 
,ust to the left of the cursor and 
you'll see an 'only just ignited' pig 
about to bunt. Yuck! 





As if things weren't hard 
enough on this level, there's 
also an enemy chopper doing its 
best to drop bombs on your head 
Though there's a friendly gun 
emplacement slap-hang in the 
— a die of this level, you can only 
btaw the chopper up when it has 
-aoded. This means that you 
have to get to the gun before 
•I the enerrrj soldiers kill 
you, gun : . :m down 
rwenge!} ; .id then 
scamper c' i 
- : isards t! 2 

**»rty-bir J 

before it 
VMM Off 



To keep the individual mis- 
sion themes consistent, it's 
not just the enemy that 
change with each scenario, 
but the vehicles as well, Gun- 
ships and Tornadoes weren't 
exactly easy to come by in 
the late twenties, so how 
d'ya fancy the latest in hot 
air balloons? Yep, get your 

little fellas into this beauty 
and it's zeppelins-a-go 
go. Now, where's that 
stairway to heaven? 
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I've orriy re»*(ly UiejuO'ed 
caption fe point DUt * L 
- fact ttiat most df Car 
1; Fodder 1'j presentation is 
.identical to the original, - 
You'll also be gum to hears. «■ 
that t*» ewTMnforFnative 
"Kill 411 Enemies, Ov 
Enemy Bu tiding*." in 
tton screen rei 
Thar* Sen si h 
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(Circle): Some of the alien 
landscape is extremely weird, to 
say the least. Couple this with the 
force fields, indestructible robots 
and bottomless pits, and you're in big 
trouble. Fortunately, on this level 
you've got use of a 
nice little vehicle 
which, as in the origi- 
nal game, can be 
driven over ramps to 
jump across to indi- 
vidual islands. 

Hang on a minute! 
What's -going on? It 
only about mission 
five and some sort of 
UFO has appeared. As 
if I haven't got 
enough to worry 
a bout l I'll just bet 
that this ship is the 
key to the entire 
game's clever and 
almost novel-like 
plot. 
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Sen si really have surpassed themselves with the sheer gittishness of tome of 
the levels in CF2. Though this particular level consists of only one screens- 
worth, it very kindly starts you standing between two barrels full of 
grenades, Suffice to say that as soon as the level starts, a gunner on either 
side of the screen shoots at you, giving you something in the region of 
one point six seconds to get as far away as @ T %S possible] Did ■ also 
mention that you only have one soldier to complete this level with? RUN I 




There's no arguing that the Cannon 
Fodder concept is a brilliant one, but 
as far as reviewing it as a sequel 
goes, I must say that I'm a bit disap- 
pointed. Other than new title music, 
things are instantly 'ever so familiar', 
with the same tunes, graphics, 
menus, briefings, sound effects etc all 
used throughout. This leaves the 
player feeling as if he's simply bought 
a data disk (for £35!), which I guess is 
okay if you live and die under the 
banner of 'Why fix what isn't bro- 
ken?'. But if you ask me, it's just as 
likely to be laziness on the part of the 
programmers — how long would it 
have taken them to make things 
seem different, even if they're exact- 
ly the same underneath? Of course, 
to look at this as a data disk is okay, 
because with something in the region 
of 70 levels, some of which are quite 
huge, you're certainly going to be 
playing for a fair while — just as long 
as you don't mind more of the same. 
Apart from this apparent lack of 
'sequel-ness' my major criticism is the 
difficulty level. Both myself and Andy 
(not exactly crap games players) found 
some of the levels quite simply horrendous, 
and though I'm sure there'll be dozens of people writing in 
saying 'Oh it was really easy. I completed it In a day, you 
plonkers', I'm also quite sure that there'll be many, many 
more that don't. This is a real shame, as it takes CF2 close 
to being intensely frustrating at times. The time travelling 
and alien-encountering ideas are very nice and all that, but 
they only affect the graphics, not the gameplay, To con- 
clude, if you haven't got Cannon Fodder yet, buy it first. 
If you've got CF1, love it, and want seconds, only harder, 
look no further — but, if like myself you've played Cannon 
Fodder to death and would've liked to have seen the game 
developed in some way, I think you'll be just a bit disap- 
pointed with CF1. Still, it's excellent fun, and if it hadn't 
been so lacking in the sequel dept. It could easily have 
scored so much more... 



■ 4*aa There are no plans tP produce an A1200 or CD32- 
**^ *"" specific version of Cannon Fodder 2, but there's a 

fair chance that an identical CD port with appear 

at some point in the near future, 
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sign your owrt league, cup or tournament 

^ Take time out from your season to check out any other match" 
anywhere else in the world 
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The most comprehensive management game EVER ! 



REVIEW 



Just as the consoles are getting 
to grips with Urban Strike, a 
downtown Washington -based 
slice of terrorist pie, us Amiga own- 
ers {or 'Amigans' as some wag seems 
to have re-christened us) can, ah, 
console ourselves with Jungle Strike. 
The second in the series of three 
Strikes, Jungle Strike follows on from 
the Desert Strike scenario where 
nasty, evil Middle-Eastern dictator 
General Kilbaba waged war on the 
US- Quite why he waged war is 
unclear (with my memory, at least), 
but the fact that the idea took the 
form of a game shortly after the Gulf 
War might shed a bit of light on it. 

Jungle Strike, though, is a whole 
different war game, This time it's not 
General Kilbaba who's the enemy — 
it's Ibn Kilbaba, his son. And 
although Ibn has no political prob- 
lem with the Allied forces, he cer- 
tainly has a problem with you — 
because it was you who was respon- 
sible for the death of his father. (Just 
how he knows that you bought 
Desert Strike, never mind killed off 
Kilbaba snr, remains a mystery. Per- 
haps he just doesn't like your filthy 
western face). 

So, having lobbed a minimal- 
Megaton nuclear bomb at some tiny 
atoll in the Pacific to serve as a 
warning for ainy Allied force which 
might doubt his commitment to The 
Real Thing, he's now threatening to 
kill off a few innocent civilians. And 
that's when you're drafted in. Pilot- 
ing a similar chopper {a Comanche, 
twirly-bird fans) to last time, armed 
with, similarly, a chain gun alongside 
H el If ire and Hydra missiles, it's off to 
the jungle we go. 

Follow the mission briefings to the 
letter, and you'll do fine — because 
everything is laid out clearly for you 
in your cockpit- The position of mis- 
sile installations, barracks, fuel 
dumps and landing pads are shown 
at the twitch of a joystick; all you 
really need to do is fly — and when 
you meet an enemy, shoot him. It's 
as simple as that. Or, as they say in 
Kuwait, is it? A 





Jungle Strike'* nothing if not subtle. The enemy has built this super -hi 
tech hovercraft, presumably to ferry terrorists, or something. Anyway, 
if* protected by a similarly hi-tech forcefield, which can be destroyed 
by... yes, shooting the big target-like thing next to it. Honestly, so 
much for User guided missiles, you might as well just put up a sign 
saying 'shoot me'. 

{Left): Wait a mo... is this the right 
game? Sorry, I thought it was Dvsert 
Strike tor a mo- Yes-sirree.we're MOW 
smack-bang in the desert plains, 
where Kilbaba's troops are trained 
before entering the war zone 'prop- 
er'- The idea is to kill them all while 
they're still wide-eyed and helpless, 
so they can't do any damage. The 
training camps are easy to destroy, 
unlike their guards who are heavily 
armed and armoured. 

f he second-to-last level (level seven, 
that is) is called River Raid — a bril- 
liant SWIV- style game from Activisjpn 
on the Atari VCS. Sadly, the gameplay 
doesn't follow its namesake, but it 
does have some rivers in it. There's 
also an F-1117a Stealth Bomber some- 
where, but sadly it's so stealthy I 
couldn't find it. 




It's the 'Winter of Dis- 
content' all over 
again for Johnny 
Rainforest, as his 
trees uproot to join 
some lefty creepers 
on the picket line. Yes 
folks, it's a Jungle 
Strike and the Welsh 
Whirlybird Andy 
'Cyclical Stick' Nuttall 
has got the wrong 
end of it. Again. 
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t might not look like it, but this is real- 
> a iight-time operation, To show you 
t in pitch-dark would be silly, because 
+ i difficult enough to see your way 
j-ound when it's on the screen, rhe 
: niy way to see Anything is when the 
auni flash — which means you've got 
to start attacking thing*... or wait for 
things to attack you. 



Strange, that a well-known world- 
wide almost-hamburger chain 
should show up in the middle of a 
war-torn jungle. Actually, it's not 
— hut it is, in fact, the HQ of the 
dreaded towel-head, the evil Kiiba- 
ba. And if you're skilful, you might 
even get to 'kill Kilbaba'. Ha ha ha 
ha haaaa. 




Get used to this town, because it's where you start — and end — the first 
mission: to rid Washington DC of the evil terrorist*. Carrying out your exten- 
sive range of missions can be tough, but add into it an extremely tight time 
limit for each section, and you'll be straight back to base quicker than you 
can say "Saddam Hussein''. 




| THE VERDICT 



*t several point* in Amp/e Strike you'll find that some Allied troops have 
been captured by the enemy- Rescue attempts Haw to be made, Syndicate- 
style, to kid the enemy and lower the old rope ladder for the good old 
Gmnts Strange thing is. though, that you cant kill your blokes, which takes a 
kot of the suspense and strategy out of the rescue missions. 
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It might be petty, but the first wrong 

thing I noticed about Jungle Strike 

was almost at the beginning of the 

intro animation. Rising Into a sky 

filled with the JS logo, your chopper 

faces you and opens up its weaponry 

to a rousing console- 1 ike soundtrack. 

As five or six missiles fly either side 

of your telly (obviously the pilot is 

blind, or aiming at a target just 

behind you) you can't help but notice 

the orientation of said armaments. 

The missiles, bless them, are actually 

flying sideways! Now, yes, that 

would be nit-picking, but sadly the 

same skewed missile technique has 

passed into the game, I can't speak 

for the console version, because I 

haven't seen rt r but In Desert Strike 

on the Amiga, the missiles came out 

of your 'copter in a straight line. And 

they looked great. So where have the 

straight lines gone? And why? If you 

can bear that, then you'll find a good 

and challenging game in Jungle. The 

missions are more difficult than 

before, but they're still not stupendous 

ly hard — and your Comanche now has the 

added bonus of automatic weapon aiming; so as long as 

you fire in the vicinity of your foe, you'll get him. Somehow 

the game doesn't seem quite as threatening as Desert 

Strike, maybe because of the Gulf 'thang', and essentially 

for Desert vets it's more of the same. There's a wide range 

of new scenarios — not simply jungle, as it would first 

appear — which bring in all sorts of new characters and 

missions, but it's easy to be initially put off by the first 

Washington level and all its lush, green but ultimately dull 

parks. Jungle Strike's a fine game, which will both prove 

a challenge for Defer! Strfke-ophiles, and a good solid 

blast for first bloods. Roll on then Urban Strike, for wee 

weesh to bomb tome of your Eenglish townz... 





Yeah, versions for both these machine* will be 
released at some point in the future. w» don't 
know for sure what the differences will be 
although we can hazard a guess that there won't 
he any radical alterations. Informative, huh? 






© 



■Hi-'-— ■"'-■■■-- ■ 



— »■ ■ ' — . .. ^ - 



Ves r it's Premier Manager. And, yes, 
predictably, this time it's 3. But does Andy 
^ Nut tall think a third comeback is jus- 
tified? Ann... now that would be 
telling. Er r which is what he is 
about to do. Interestingly. 
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There are several things a 
reviewer hates. One is actual- 
ly having to review games. Of 
course, there are exceptions (Ruff 'n' 
Tumble, Aladdin, Etfmania. etc.) but 
for the most part we've pretty much 
seen it all before, and thus falling 
into cynical journo mode (do the 
words Penn and Gary mean anything 
to you?) is almost inevitable. 

The second thing a reviewer hates 
Is having to snog a game to death. 
Okay, so it's a joy to play-test these 
things (again, the examples 
above apply here), but having 
to stroke them publicly for the 
length of several pages is a bit 
embarrassing. After all, there 
are only so many ways to say 
"I love you". 

But the thing a reviewer 
really, really despises is a foot 
ball management game. And 
worse still, one that's any 
good- The reason for this? Because, 
for starters, there's no plot as such. 
We may be inundated with platform 
games, but at least each has a story 
line, and the same goes for shoot- 
em-ups, adventures and RPGs, Bang 
goes your Intro, 

Also, underneath the different 
visuals and graphic frills, all football 
management games are essentially 
the same. With few exceptions, 
they're as up-to-date as humanly pos- 
sible, and allow you to arrange 
friend lies, edrt your tactics, pick your 
squad, and make substitutions when- 

During each match, key moment! ar* 
pulled out in the form of these still 
picture*. Okay, so this may net be as 
exciting ai OTS'i method, but they're 
mad* mom interesting with the use 
of tampies which proclaim (in this 
instance): "Oooh, what a luvuerty 
y*...~ However, after a few match- 
as things to tend to repeat them- 
selves. *t there liawt number of 
picture! and samples. 



Here's the main screen from which 
you control your footballing empire. 
Almost every conceivable snippet of 
information can be viewed from this 
screen, from how the Cups are pro- 
gressing, to all the league tables. 
The gorgeous bit pf tatty in the 
black-and-white mug-shot on the 
left, by the way, is jr» fact my girlf. 
Actually, it's not — it's merely one of 
the photos you can pick at the start 
of the game 

ever you deem necessary. 

And Premier Manager 3 is no 
exception. But neither was Premier 
Manager 2. Nor Premier Manager T. 
So are these all the same game re- 
packaged and re-released? Well, no, 
I With each new PM chapter. Gremlin 
has at least tried to add things here 
and there to make the game subtly 
different. New features in this 
instalment include an Assistant 
Manager, an all-new match 
display, and stricter club 
chairmen who'll not 
hesitate to give you the sack if 
you're not up to scratch. 

Premier Manager Vets will 
undoubtedly be drooling 
aJ ready, but what about the rest 

Actually 
copies the first two have sold, that 
doesn't really matter, does it? 
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"Cor, it's just like FiFA Soccer but smaller," 
is one thing that couldn't really be said 
about the way the matches are displayed, 
As the game progresses, the players move 
around the pitch to indicate in which 
areas they're currently occupying. There 
are plenty of things to do other than sit 
back and watch the blokes legging it 
around, You can toggle the ball off or on 
(for some strange reason), change tactics 
and even speed up or slow down the action. 
Who said football was boring? 
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Before the seaign kicks off in earnest, you can opt to 
play up to four friend lie* against teams at your choke. 
Although it's tempting to go for the big- name sides 
(though not in this case with QPR, of course}, doing 
so will usually result in a heavy defeat which demor- 
alises your players. It's much better to challenge 
poorer sides as this give? you the opportunity to 
experiment with tactics without too much risk, 
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The fan machine is an invaluable tool Not only can you waggishly photocopy 
your bum and send it to the other managers, hut the latest transfer news 
and info concerning grants, player injuries jnd your financial situation can he 
found here. 
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rt 5 good to talk, according to some bald-headed cockney goblin, and you 
can do loads of yak king in PM3- You can ring up a player and lack him 
'preferably on Christmas Day or something), offer him a bonus to increase 
Kti morale or even extend contracts and stuff like that. And if you fancy 
adding an extra player to your squad for no money, then call up a rival club 
and ask if they'll lend you a player. 
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Out of all the millions and zillions of 
football management games doing 
the rounds, the* Premier Manager 
series has always been the most user- 
friendly. Thankfully, that hasn't 
changed with this addition. The dear, 
bold icons representing the various 
functions are still there, so it's easy to 
fumble around the game before get- 
ting stuck Into the manual. But It's 
only once you do start ploughing 
through the mighty tome that PMl's 
depth becomes apparent — np 
aspect of managing a football 
club has been left out of this 

fe simulation. This Is, one pre- 

™ sumes, why Gremlin decided to 
include an Assistant Manager, 
and his help Is Invaluable to the 
novice as he can concentrate on the 
day-to-day running of the club while 
you spend the majority of your time 
building up your squad and working 
out the most effective tactics. The 
game engine Is as solid as ever, 
enabling you to change almost every 
aspect of your team through trans- 
fers, altering the tactics, sacking play- 
ers and all the rest of it. But a lot has 
changed since the last PM game. Since then 
On The Ball has showed Amiga owners the level of In- 
mat ch presentation they can expect. And, sadly, Gremlin's 
new Isometric representation of how the game's going just 
doesn't come close to OTB's stunning animations. In Grem- 
lin's defence, though, this Isometric view gives more Infor- 
mation than the previous method (which, you may recall, 
was Just a load of flashing lights) and the superb in- match 
samples - the best of any footy game's, management or 
otherwise - manage to generate a tremendous atmosphere. 
It has to be said that Premier Manager 1 is the best the 
series will ever get. But I think Gremlin has added Just as 
many bells and whistles to an otherwise plain game as It 
possibly can. And although it deserves to sell as many as ffs 
going to, I'm sure that even the most enthusiastic manager 
would think twice about buying a fourth one. 



A CD32 version would be almost impostJbf* due 
to the amount of memory a waved game ftlli. The 

future looks a bit mare rosy for ASOQ owners, 

who'll be getting their awn version — with fewer 
temples end slightly duller graphics — shortly. 
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Harry Attrill is holding something 
L|£ called a niblick, but unf ortunaftfiJiy|^ 

not his tongue. The pen may be might! 
than the sword, ah but is it tastier? Discuss. 
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Dif t^rcr* E28 yd?. 

Clut: Oriuer 
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You choose your club (though the computer will do this for you) select the 
best line (the computer gives you a default) and calculate the 'power' of youi 
stroke as a percent age of the ball's distance from the pin, using maximum 
distance hittable by your club as 100 percent. There's a power meter at the 
bottom of the screen; and you Have to click the mouse button once to start 
the swing, a second time to stop it and a third to bring the arm back to hit 
the ball. Pail to stop on zero, and you'll draw or slice your shot. 

I hate golf; I like 
this game, 'Ah, 
but then life is a 
paradox', I hear the 
worldly-wise among 
you crow. Pooh, 3 say, 
and fiddlesticks! There 
is nothing remotely 
paradoxical, or even, 
to coin a phrase 
from Matt r s Dad 
who bought me 
a pint the other 
day, oxymoron- 
ic d about the * 
two phrases I 
have so teasing ly 
juxtaposed at the 
beginning of this 
paragraph. Don't be vexed 
dear reader, soft, I shall elucidate. 

Golf is a game beyond my com- 
prehension. I get the bit about hitting 
a ball into a hole, and sm prepared 
to concede that this might be fun — 
for a while. It's also, obviously, quite 
a hard thing to do and takes practice. 
I'm also all in favour of nice long 
walks. What remains is either very 
silly, or disgusting. 

The clothes are silly and the 
trousers especially so. The hats are 
absurd. 'Disgusting' are the Golf 
Clubs and the pathetic collection of 
'businessmen/ snobs and sundry 
social climbers who general \yfi 
belong to them. Disgusting too, 
the thousands of new golf 
■ 




Hitting the ball properly is 

a co-ordination cocktal), 
featuring a reactions test, 
a fairground shooting 
range and subtracting Very 
quickly at darts. Easy to get 
right. East to balls up. 

courses which will one day swallow- 
up ail England with their mad pas- 
tiche of the Scottish Highlands. I hate 
golf, me. 

Fortunately PGA European Tour is 
sufficiently removed from reai golf to 
render such rabid prejudice redun- 
dant. I do not have to walk through 
a plastic landscape carrying a big bag 
of sticks, i do not have to wear a col- 
lection of clothes knitted by David 
Coleman's mum and wiJI never have 
to crawl in front of a suburban cabal 
of bank managers and dentists wav- 
ing a fat wad of cash and squealing: 
'Please like me. For I love my Volvo 
and will lick the evil smelling humus 
from its mud-flaps every Sunday, 
without fail'. I hate golf. O 
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I THE VERDICT 

PGA European Tour is easy to grasp 
and rewarding to play. The menus are 
simple to use, the options are 'easily 
turn-off and onaole' and you don't 
need to know the first thing about 
golf to enjoy it. The courses are varied 
(only a goif -fiend would know 
whether they are accurate) and have 
been rendered rather nicely by the 
artists, and in this respect the game 
represents a big improvement on PGA 
Tour. Water reflects the sky and balls 
splash dolefully when they hit It. 
Trees have leaves which rustle when 
a ball crashes through their branches, 
while the players swing like they do 
on the telly and share the same psy- 
cho-pastel taste for the sportingly 
casual. The sound is the only 
marginally naff thing about PC A. The 
thwacks and swooshes of the clubs 
and the little squeak as the wind vane 
turns are fair enough, but the music Is 
pretty dire and the claps, gasps and 
sighs of the crowd seem odd. Why? 
Well, because there is no crowd. Mot 
a single sausage lines the fairways. 
And yet spookily from somewhere 
there are these noises. When two or 
more of you play PGA {and this is the bril 
llant thing about this game), the groans, expletives and 
exclamations of delight are for real — we all got told off the 
other day tor 'having fun' in the office — and so the canned 
spectators, which aren't there anyway, seem superfluous. 
Golf games stand or fail by their control method and PGA 
scores a hole-hvone. 'Pars' and 'birdies' are gettable. but 
consistency is a bit of a bugger to achieve and this, they tell 
me, is what makes golf an addictive game. One player can 
kill a few desultory hours, but two, or three can turn a wet 
winter afternoon into a party. Which Is what computer 
games should be about. I like this game 



.en ion if planned *t {25,99 and will be 

y (di-nthcal. WM tor the texture- mapped tree* 

which will hi? vectored. A CD32 ji unlikely unli n 
of other games on the plitfurm are ipectacu- 
'hich ii aUo unlikely. 
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"Ifs more than a straight High! slra:, 

OLD. have emulated multi -million dollar 

flight simulators. When you play TFX the first 

thing that hits you is the detail ol the landscape... 

over seven million square km appears on screen, 

with hills, roads and mountains all in the 

right place." THE EDGE 

'The graphic detail is quite superb, with stunning 

visuals and strong sense ol image, TFX is quite 

often like watching a movie... when I first saw TFX 

my jaw dropped so far it took me IS minutes lo find 

if again! It's fast, good looking and fun." PC REVIEW 





radical Fighter Experiment... Ihe only 

choice worth making where stale ol the 

art flight simulation is concerned. 

Take conlrol at one ol three of Ihe finesl 

aircraft money can buy: 

Eurofighter 7000 

Lockheed F 22 

Lockheed F-117 Stealth Fighter 

TFX... a simulation at the culling edge of 

aerial combat enhanced by unprecedented 

in-depth research and authentic Night detail. 

Take on Ihe missions... light for peace, 
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Matt Broughton always wanted a big black chopper like Jean 
Michael Vincent's, but seeing as how Airwolf was busy killing peo- 
ple r he settled for the next best thing — Binary Asylum's Zeewolf 
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hen our good lord, 
Simon Byron, was still 
with us fsob, sob) we 
y would off si I and qu^ff a fair 
i few flagons of ale, slap our 
\ thighs, and set the world to 
^ rights, often talking for hours 
.V about just what it is that 
L makes os wh.it we are. If 
■ 'i there wai one thing that 
\ we agreed upon, it was 
i that all real boys love 
helicopters. missiles, 
and explosions. As far 
as we were con- 
cerned, if you didn't like 
\ the above, you wpren't 
worth spitting on 

Well, the gently bald- 
ing one has indeed 
\ limed his departure 
1 * poorly, because a 
' game featuring 
nol only heli- 
copters and mis- 
I sits, hut some of the most 
i satisfying explosions ever 
1 has plopped into my lap 
i I (and wh.it a lap it is!). 

Zeewoft ii a sort of strat- 
cgy/shoot 'em up but with 
the extra complication, nay 
graphic. il treat, ol being in 
a "scrolling -3D- polygon' styley. 
The pltd is the normal "you against 
thp world' affair, only this time you 
have the latest helicopter gunship 
a| youi disposal thp Zcrwalf. 
Armed wilh a limited supply of can- 
nons, plus missiles of both the 
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unguided and guided variety, it's 
down to you to work your way 
through some 30-plus missions, 
destroying specific targets, res- 
cuing key personnel, and gener- 
ally wreaking all sorts of havoc 
and mayhem over enemy territory. 
Eden mission contains a number of 
sub-tasks, which can be 
approached in whatever order 
you fancy, although it's obvious- 
ly advisable to, for instance, clear 
an urea of enemy tanks before 
escorting an unarmed aircraft ■* 
over that part of the map. 

Needless to say, if you 
fancy a great deal of «' 
death and explosions, J' 
you certainly might 
want to cast you eyes in this direction 
- and remember, above all else, 
LOVE VOUR HELICOPTER! Q\ 



The game is quite helpful in that (t 
lets you know when, you've complet- 
ed any of the specific mission objec- 
tives- Here I've just managed to take 
Out two enemy choppers with my 

tatty homing missiles, and thanks to 

the accompanying message, I n&W 
know that's the last o+ 'dem 
buggers' I'll have to 
deal with. Now, 
Where's the toilet? 
I'm busting. 





This is the do vi 1 it thing you have to 
a homo th ( . .nr.i.ifl carrier. By 
Lindinq on thi> pnoimout X' you cm 
I drop off a my prisoners, while .iny 
mm Li • T i 'd rr.itl (.in itso lit* ii>t clown. 
I The Ciirriprs <irf generally set in tafe 
| areas o* the map. so should you get 
! your buttocks well t>nd truly ro.istrd. 
I grab «imc,innmir nw,iii|m(| prisoners 
and get back here as soon .is, poss 



Throughout the game, you'll find a number of 
prison luiildihCps which can be shot open, allowing 

you to then land and collect the unfortunate pris- 

nns'i ■■ within. Similarly, when specific personnel 

are hpintj tield hostage as part of a mission, the 
enemy domes and garages can be blasted apart (in 
.i Kinder egg kind of way) to reveal the tittle dar- 
lings inside. If you can get these back to your carri- 
er wilhihii! dying, you'll be awarded extra armour. 
Hurraftl 



As part of your overall mission, you'll quite often 
be asked to escort allied aircraft to specific 
targets. Escort duty is fairly simple, requiring you 
to juit turn up at the pre-arranged rendezvous, 
and then, er... escort (nice turn of phrase mate — 
Andy,) that chopper, aircraft or whatever to either 
a friendly carrier, or a military target. Of course, 
you need to make sure that any hostile forces are 
dealt with a Jong the way, [Damn! Harry says 'shep- 
herd" would have been the perfect synonym). 
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This is a lovely little screen, allowing you to check your position on the 

overall mission map, as well as keeping an eye on your weapon and fuel 

supply. The main function of this screen is to allow you to scan over the 
mission objectives, checking to see which targets have been accomplished 
^nd which still remain. As you scroll through the various tasks, relevant 
lights pin-point enemy positions, allied craft, friendly carriers etc, while 

the miniature screen in the top left means that you can peruse at your 

leisure without worrying about what's going on back in the 'real world'. 



Before each mission you receive a briefing, outlining each individual task 
that must be completed before you can leave that particular theatre of 
war. Here you can cycle through the separate objectives, checking the 
map for highlighted areas and information boxes, This is a jolly dandy 

screen, as not only does it give you tons of waffle, but it also Spells out 
the key objectives in NICE BIG WHITE TEXT. Very handy. 

"ll'.'HIM 6 — 0%j«*C?t !«•"■ 



Chi every carrier and frigate you'll find one of these strange-looking chaps 
that go by the name of Camels. The Camel is basically a resupply vehicle used 
to rearm and refuel the Zee wolf. All you have to do is land nearby, and wait 

tot the happy dromedary to oblige, as it inserts it little probe 'up you' and 

does the bir. Vou can then select how many cannons, rockets and homers 

fan want I providing you've got the dash. obvj. 
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I don't want to kick off with a bum- 
mer, but the first thing you notice 
about Zee wo If is how slowly the 
game runs. Get into a enemy inten- 
sive situation, and things slow down 
to a chug-a-lug speed, leaving you to 
watch helplessly as your frightening- 
ly/frustratingly cow-like Craft pulls 
the slowest turn ever in an attempt 
to get away from the infuriatingly 
accurate homing missiles. Attack a 
base with multiple missile launchers, 
radar, tanks and aircraft, not to men- 
tion any of your own Buffalo nearby, 
and things become very nearly unac- 
ceptable altogether. The mouse con- 
trol does go some way to improving 
the craft's performance, but is ulti- 
mately awkward and often saves 
your neck simply because you flail 
around wildly out of control or just 
bounce, like a nutter, off any avail- 
able surface. Game play-wise, Zee- 
wolf is quite satisfying, with a 
'Desert Strike meets Apocalypse' 
feeling, as you blow up buildings and 
rescue hapless folk. The mission brief- 
ings are well presented, each accom 
panied by detailed map pointers, while 

the numerous elements to each mission 
add a certain amount of strategy. The graphic style of 
Zee wo If is its main selling point, although the target- 
ing system can be a little bit clumsy, 'homing in' on 
dead targets. Asylum has been kind enough to enable 
you to restart a mission without the loss of a life (pro- 
viding you have enough armour left), but the game's 

design means that you could spend 20 minutes completing 
a mission to 99 percent. Then should, say, a stray bullet kill 
one of your hostages, that mission becomes 'uncom- 
pletable' and you're sent back to the beginning. Perhaps 
this adds longevity to the game, but I personally found it a 
pain. An 80 percent mark puts Zee wolf one percent below 
"extremely good. Top notch Impressive." This gives the 
game justice for what it is; a decent strategy /shoot-' em -up, 
ultimately let down by its poor speed. Shame, 
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^eCkVOif on an A120Q adds dramatically to the 

game's payability, simply because of the speed 
improvement; so add seme e*tra points. There 
are no plans to do an Al 200 or CO 3 2 version, but 
that may change if this version's successful. 
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200 TOP AMIGA GAM 

FOR ONLY £19.99 POSTPAID 



A d vent u r es, Pu// lm»Pliiifur mer s,S p u 1 1 s , 

S lioot-em-ups,B eut-eni- ups Stratergy 

ETC.. Mure (James than Yuu'Ji Ever Need!!!l 

Some of these Games Were Sold At More Than £20 Each! VOL- get the 
LOT For Less Than £20.00!!! 

This massive Compilation of FANTASTIC Games Normally Retails at 

hundreds of pounds!!!! 

VOl! CANT LOSE!! 

Don't Miss Out - Order NOW FROM: 

FUTURE SOFTWARE fT.O) 

Dept A, 8 Magnolia Park,Duininin-y,Jklfasl BT 17 ODS. 

ALL AMIGAS - FAST DESPATCH ON ORDERS 

- OVERSEAS ADD £2.00 
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COMPUTER AND VIDEO GAMES 

MIGA * CD32 * PC * CD ROM * * GAMEBOY * GAMEGEAR 

SUPER NINTENDO * * SEGA MEGADRIVE * * ATARI JAGUAR 
*3DO * * 2ND HAND CARTRIDGE SOFTWARE * 

Open 10am - 6pm Sun 1 2pm - 4pm 

Tel: 081 893 2100/081 844 2575 

9 Wilton Parade • Fellham High Street * Feltham 
Middlesex •TW 13 4BU 
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Play CHOOSE Y| IBJECT by picking your 

subject and answering at least 3 questions 

correctly to enter our prize draw ! INSTANT 

WIN by answering 10 questions correctly first 

time to win a prize 



your subjects... 
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■SWER ALL 
■STIONS 
CTLY 
TIME, 
£D FROM 
_ SUBJECTS 
AND YOU'LL WIN 
YOUR CHOICE OF 
THREE COMPUTER 
GAMES 




JUST ANSWER ALL TEN 

QUESTIONS 
-j-**,* CORRECTLY FIRST 
^^ TIME, PICKED 
FROM ALL 
SUBJECTS AND 

RHI YOU LL INSTANT 
If 1 LY WIN THREE 
H TAPE OR i 'S OF 
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STARDU 



Money for old rope? Certainly not — this 
game is completely different to its predeces- 
sor. Okay, so it isn't, but according to Andy 
Nuttall that's no bad thing. 



Those software com- 
panies are getting 
more and more 
devious, you know. When 
the A 1200 first appeared, 
most publishers rehashed a 
few old games by simply 
tarting up the graphics and 
adding a few additional 
sound effects. This pre- 
sented us with a problem: 
how would we re- review 
essentially the same 
games? The answer, as it 
turned out, was easy — 
and let's face it, it had to be because 
Dave Upchurch came up with it, And 
so, in February 1993, our all-new sec- 
tion called 'Updates' was born. 

For 22 months everything went 
smoothly. A1200, CD32 and A500 
games came and went without much 
fuss. Some games received higher 
marks the second time round, others 
wouldn't. And we were happy 
because it meant we didn't have to 
spend as much time looking at the 
games, and get in the pub earlier. 

But -then Team 17 decided to get 
smart. You see, Super Stardust should 
r eally be stuck in 'Updates' because it 
is, after all, just a rehashed Stardust. 
But because it's got the word 'Super' 
in the title it is, technically 
speaking, a new 
game. So we're legal- 
ly bound to give it a 
full review. Hrrrr, 
hrrr harumph... 





The more observant of you will 

notice that the ship has been 

redesigned, And this is not the only 

thing to get a fresh lick of paint. 

Everything, from the bullets to tKe 
backgrounds, have been redrawn 
with more colours and mora anima- 
tion frames. The result is pretty 
breathtaking — especially the 
spiral of flames which wipes 
out any aliens in your imnw- * 
diate vicinity. ^t 

The original game was 1 basi- 
tally Asteroids for the 
nineties. The plot had some- 
thing to do with an alien force 
disguising itself as rocks, and you 
— surprise, surprise — had to stop 
them from: invading Earth. And it was 
quite brilliant. 

But what's new in this version? 
Well, the graphics have been 
'enhanced', obv. The sound has, too. 
Oh, and the game itself has been 
'tweaked' so that it isn't as difficult as 
the original game, but it's still 
tougher than most games. 
And that, oh best beloved, 
in a cyber, spacey kind of 
nutshell, is that. 

Okay, the. old saying 
'if Ft ain't broke, don't fix 
if is one we wholeheart- 
edly agree with, but is this 
* the case with Super Stardust! 
Let's find out .Q 
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THE VERDICT 

For all its technical wizardry, Super 
Stardust Is initially disappointing. 
Fans: of the original will recall the 
stunning title music which announced 
that the game had finished loading. 
With all the claims Bloodhouse was 
making during the Work in Progress, 
I was expecting a title track ten times 
more jaw-dropping than even that. 
Sadly {and you could tell this was 
coming}, someone favoured a 
Stranger raire 'thang' which is, to be 
polite, rubbish. As are the sound 
effects, to be honest. Once you get 
over this, though, everything is exact- 
ly how it should be — tradition- 
V al, uncomplicated game play 
wrapped up in eye- popping 
graphics. Most changes 
are purely cosmetic. 
The asteroids crum- 
bling into dust is a 
touch, and the 
are now 
much more satisfying. But, 
once again, it's the tunnel sequences 
which really impress. Before, they 
just made you gasp — now they stride 
up and punch you in the gob. Several 
times. And they're by far the best bits to 
play, although this may have something to do with the fact 
that they're a damn sight easier than the rest of the game. 
In fact, the game's difficulty level Is perhaps the most 
annoying part of Super Stardust. Okay, so It Is easier than 
the original (thank Cod} but with the strict time limits and 
rare energy boosters, it's going to take an extraordinarily 
talented gamer to complete this baby. Still, perhaps that's 
what you're after. As for whether you should buy this if 
you own the original... I'd say no, because the game's vir- 
tually the same (not that that's a bad thing). But as so few 
of you bought the original (you complete goons), this Is the 
perfect opportunity to sample a slice of gaming brilliance. 
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Team 17 will be re-releasing th* original A500 
version of Stardust ifi the vecy near future, so 
any nan buyers mutt rectify the situation then. 
A CD32 version is also just around the corner. 











The One Christmas issue. On sale in 



THE BITMAP BROTHERS ARE BACK... 

.and they're gonna WiP you to within an inch of your life. 

Only in The One, next month. 



good newsagents from December 22nd. 
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It's a big railway station, a Euro smash by^ ijj 
Swedish power pop combo, Abba and a dis- 
mal little spot in the Bo r in age, pronounced 
'Varterlow'. Harry Attrill gets right up 




VERDICT 



Honey's nose during the 'Dearest Mama' off 
all battles. 





g actual engagement* opposing force, sort 
, tout zoom in Hike this) and you'll see hgrse* jiggle up and 
dawn and sabres waved about quite danger ously. To complete 
the ptcturt, the sound bays have added appropriate crackles, 
screams, neighs and booms. 
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ow I do like a bit of military 
history, me, I watched every 
episode of Sharps (that's 
only because you fancy Elizabeth 
Hurley — Andy.) and at school t had 
to read CS Forester's famously 
tedious Peninsula War yarn about 
some nutters pushing a very big gun 
up and down the Pyrenees. I even 
had some Airfix soldiers, but discov- 
ered early on that it was more fun 
setting fire to them and seeing what 
interesting shapes they made as they 
melted, than actually wargaming, a 
'hobby' which I still consider to be 
evidence of something sinister and 
unhealthy in the human psyche — 
like scouting. 

It's my belief that a decent bloke 
joins the cubs to fry sausages and 
sing rude songs round a camp fire, 
and quits just before he has to 
become a Scout. Because let's face it 
tying knots, however useful they 
may be, is no way for a young blade- 
about-t he-town to spend his time. 
What I'm trying to say is that strate- 
gy without action is like a swash 
without its buckle — a bit wet 

I s'pose Andy took one look at the 
Fields of Glory manual and panicked. 
The only reason I'm reviewing this 
game and not say, Sen$i WurSd of 
Soccer is that I am the only member 
of this team to have read a history 
book. Or indeed any book. I just 
wanted to make that ctear. I no 
longer own a single toy soldier. 

So, Napoteon eh? Garlicky Corsi- 
can with a line in daft hats and a 

permanentty sore left nipple. Or, 
the best Frenchman ever, and 
two-thirds-of-a-litre sized mil 



fields or" Giary is 
based around five 

battles culminating 

at Waterloo. Two 

of these confronta- 
tion! are entirely 
fictional. But which 
ones, war fans? 

tary genius par excel- 
lence? And that Arthur 
Weilesley? Big nose, small brain and 
patron of vulcanised footwear? Or 
Big Nob, PM and fab soldier to boot! 
If you don't know what I'm on about, 
then I insist you read the manual to 
Fields of Glory because all you ever 
wanted to know viz said historical 
heavyweights is entertainingly con- 
densed therein. 

But War Huh! 
mean, what is it good 
for? I'll tell you. If you 
ever fancied a nice quiet 
evening in with 100,000 
tiny blokes dressed like 
that prat off the top of 
the 'Quality Street' tin r 
the miniaturised contents 
of The Woolwich Arsenal 
(circa 1315), a big dollop 
of imagination and my 
old history master, 
'Hitler' Lewis, then Fields 
of Glory will be right up 
your culver in. Q. 
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FOG is a hybrid: half strategy, half 
combat, and features MicroP rose's 
CQCS (Close -Quarters Combat Sys- 
tem] which lets you see things hap- 
pening close to (well, about as close 
as you'd get to a troop of Britain's 
finest). It's very like the combat sys- 
tem in Dune 2 — smooth, quick and 
an absolute doddle to use. The game 
looks like an animated diorama, and 
because the graphics try to create the 
illusion of a kind of cyber table-top, 
rather than the realism of, say, art 
episode of Sharpe, they leave 
most of the work to the 
imagination, To be honest 
I found winning at FOG a 
bit of a Morceau de 
Gateau (Harry means it's a 
bit easy, readers — Andy.). 
I thrashed the pants off the 
armies of Imperial France by 
the dint of the simple 'strategy' of 
attacking everything under the Tri- 
colour, though I did eventually man- 
age to lose the battle of Waterloo 
twice on the trot by playing the game 
at the hardest level. Just to make sure 
my victories were not the result of 
some latent military genius, Matt had a 
few goes as well and also won, which goes to show that 
you can win wars with the intellect of a jar of bram- 
ble jelly if you're lucky enough to be born with 
the low Cunning of a cornered polecat. The 
fact is that you can play Fields of Glory with 
much or as little strategy as you want. 
Whether this will turn buffs off, or attract a 
new kind of game player to a niche market is 
a moot point, (ie. I don't Know). FOG falls between two 
stools, attempting to bridge the gap between out and out 
strategy and a simple combat game; but perhaps one or 
the other would have served better fare. 



Strategy addicts should watch out tor FOG on the 
ASQO $oon. A CD32 version is also due for immi- 
nent release and will probably feature loads 
mare military stuff and variations on the nifty 
Napoleonic th*me- Courage mes brawei! 
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EUERVTHinG VOU'D EXPECT 
in R RERL LIFE CITV... 







..(GIUE OR TAKE THE ODD 
RLIEn SPACESHIP). 




CITY 2000 
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SimCity 2000 Is about to hit the streets. And if you ihtvughl the original version was addictive, prepare 
far a 3D metropolis that even Aliens find out of this world. After terrnining your own landscape, you'll 
discover new features like subways, schools, marinas and parks. 



Meanwhile, bsneafh the city's teeming surface, a complete 

*A1200,A4000 with HD&4mb RAM , , . „,.,, . _ 

underground network awn its conned ion. Whilst you view your 

brainchild from multiple angles in slunning 3D, the local newspaper will be viewing your actions with a decidedly cynkal eye, 

reporting your every move hack to the Sims. 

Will you prove a wise lender or will absolute power corrupt you? With Sim City 2000, the excitement never stops building. 



Nlf X IS 

11-20 Si John Stiver, London EC1M4AV. 
T*pkmt:07Mffl2333. 



I9H Sim- Business. t& ripjhfc reserved. SimOy ZtWQ is 5 irodemutk and Moxn b c reaislefed rrflderrwrk of Sm-liiiinw. Al tfhw imdamrts w refstered Irademnrics. m it* properties *f far mpMtta oarwn. 
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ZOUNDS WHY DO YOU FLEE? 
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Once you've got yourself an army 

together, be it a gang of hired merco 
n*iri« or trained town talk, you can 
start to make your presence felt by 
taking control of surrounding 
counties. Thanks to the beauti- 
ful control system, this is 

executed by simple 'walking' 

the army icon across your 

county's boundary. 

where you'll usu- 
ally be 

approached by 
an envoy who you 
can either bribe or 
ignore. To take control 
of the county, you sim- 
ply need to move your 
army into the central 

city where you'll meet 

whatever defences 

they have waiting... 





Rather frighteningly, the simple com- 
bat sections in LQTR appear to involve 
more strategy than Ftetds Of Gforyl In 
a head to head with the enemy, you 
can alter the formation of your 
various troops, as well as 
layer them so that, for 

instance, the 
peasants 
run straight 
at 

them, 
while 
the 
archers 
fire from 
afar, with 
horseback 
soldiers flank- 
ing. All complete 
with cutesy anima- 
tions. Hurrah! 








Lock up your sheep, 
sharpen your swords 
and infect your 
friends with the 
Black Death, Matt 
Broughton gets 
carried away with 
Impressions' latest 
offering. On a cart. 

orset. Gloucestershire. Hamp- 
shire. Cornwall. Yes, all coun- 
ties. Mot the most dynamic 
intro ever, I know, but when you're 
as desperate as I am to think of some 
'interesting' way to start this piece, 
you'll try anything. Essex. Sussex, 
Middlesex. Lancashiresex, (Matt, this 
is a transparent waste of space, just 
do your job — Harry.) Yes, all coun- 
ties again, but counties with a differ- 
ence — they all contain the word 
'sex' (apart from the one I made up) 
which happens to be a great word, 
right up their in the Hall of Great' 
Words beside such legends as Panfs, 




Poo and Willy (Matt, the review 
please! — Harry.). 

Look, I'm sorry about that, but I've 
just had an enormous Kentucky Fried 
Chicken value meal (and boy did 
have to fight to get three hot wing* 
and two pieces of chicken) and what 
with the time coming up to half past 
eight I could really do with not hav- 
ing to produce an intro right now 
Gut of course, I will... 

Okay reader, how do you fancy 
taking complete control of one o* 
England's fine counties? Well the year 
is 1200, and what with a severe lack 
of king-like control from young John 
(1199-1216 Harry informs me, yawn!' 
this could be your chance to step in 
and rename all of Albion after your 
favourite footballer. Or something 

And, I hear you wonder vaguely, 
what do I have to do? Well, the first 
thing is build up the happiness levels 
of the people in the single random 
county assigned to you at the start, 
and after a few years (each 'turn' of 
the game takes a season) you should 
have enough taxes to start thinking 
about moving yourself into the 
neighbouring counties. You can 
either call in a proportion of your 
community and turn them into axe- 
wielding maniacs, or simply hire a 
bunch of well-hard mercenaries to do 
the dirty work for you. Once you've 
got yourself a little gang, simply send 
them off into foreign territory, ignor- 
ing warnings and threats sent from 
any of the five other human or CPU 
opponents, and kick the living poo 
out of anyone who gets in your way 

You need to split your attentions 
between heading your military forces 
and fopp'ing the inhabitants of indi- 
vidual counties happy, but other than 
jTt>it of srop rotation, it's all pretty 
instinctive. Let's take a look-.- §P 




»»B HOW »1 '■ 

*•* mm*** mrrur 



., piinC ih h.icl tiPi(i\ UfQioty 1 1 ink .il 
■iff Cent p i't t,inn(* v *i ot (ji.iib 1 Y'Pu, thi> key li* 
_ -ii nl hcilthy^fpunly in-* in tlVft .ireful m.in 
pint ot then Mirtrriici. By *Uoc.in>Ujtl>e corien 

nt oi pL'itplf to Un - t.*rhniri JohJ . 

r.Vi, u<ene>«»-/ikv way {serfs, iheppuriis 



hnJi il ,1 good ihifM} LdfHiiItnng th,i1 > hi-.. 
.-*.! yonr kinkt in the 111* Ivntury <wyw*V 



E V I E W 




this is the overall country map, containing all of the count ies, players, armies, 
and traders that you'll ever encounter during the game. Vdu can alter the 

tevel of visibility, basically acting as a further difficulty level, allowing you to 
see either everything going on out of your territory, or, er,-, bugger all, The 
flags show who it currently in power, while crossed swords show armies raq 
mg, Or at least being a bit stormy. 
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Though pretty much everything you need can be grown, farmed, mined for or 
built, it's always handy to speed things up by buying raw materials from any 
of the many traders who travel the land, It's a simple affair here, just click on 
what you want to buy or sell, and enter the amount, It's always a good idea 
to keep ye ele ale stock good and high, as it's an invaluable tool if you want 
to instantly cheer your soddingly miserable villagers up) 
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(Above) You're not going to look very 
impressive as a king without a castle, 
but fortunately there's a number of 
castle blueprints or, should you feel a 
bit creative, you can design your own 
from scratch. This allows you to view 
your creation in a number of ways, 
while cute little sound effects accom- 
pany you. Whether you have enough 
materia li is a different matter.,. 



"his is the scaled view that you watch the counties with for most of the 
game, with small icons of cows, sheep, crops etc. giving some indication of 
that county's make-up, Appropriately-coloured flags and castles appear 
depending upon who is currently in control of that area, while scavengers 
show up wandering the land freely and eating all your stash. Gits. 
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Blimey heck V flip, this is alright, 
don't ya' know! If you'd told me that 
I'd have fun being a cattle farmer, 
selling sheep (back, I say Andy, back!) 
and trundling little soldiers around 
the counties killing innocent peasants, 
I might have looked at you in my spe- 
cial way. But, having wasted a huge 
chunk of my week doing exactly that, 
it has to be said that Lords Of The 
Realms is a bit of a sweetie. It's very 
similar in many ways to Mmdscape's 
Genesia in that you first have to play 
the game as a sort of Sim-village; 
feeding, taxing and generally looking 
after your bit of country, before you 
start thinking about putting together 
some sort of army- Presentation is 
excellent throughout, making good 
use of drag bars to make sure you 
always know exactly what's going 
on. I particularly liked the animated 
seasonal weather and event report, 
but generally the graphics are very 
tasty throughout. And though they're 
never reaJly earth shattering, every- 
thing looks neat and pretty. Sound- 
wise, if there's one thing I'd pull out 
for a special mention, it'd have to be 
the in-game tunes, which manage to win 
awards for being not only some of the most irritating 'dit- 
ties' ever, but also the most catchy (you hate them, but still 
find yourself humming along, if you know what I mean). 
Other FX are charming, and generally of the spot type — 
send a messenger and you hear the horse set off, build a 
moat and you'll hear trickling water — that sort of thing. 
You also get a dinky fanfare whenever an important mes- 
sage appears {which manages to clash with the main tune 
in a most horrendous way. Well done Mr Music!) To sum- 
up. Lords Of The Realm obviously won't appeal to every 
games player, and If you're looking to get Involved In fast 
and furious action, look elsewfther. But if you fancy a 
detailed Rlsk-esque strategy game with more than Its fair 
share of visual niceties, then step right up me young shaver, 
I may just have something to tickle you with. 




_ out in Decern- 
OH- ber, with no changes apart from the mining 256 

1 colours. As far as Daze knows, there are no plans 
to produce a COB 2 version. But then again. Cliff 
knows nothing, {Only joshing mate!), 
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Standard platform captions here I'm afraid. It's 
all very pretty and refreshingly simple, but 
other than that. er.._ there's not much to- tall 
yau about. Look* nice though doesn't rt? 
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THE VERDICT 



J JUIr PD r himself. Matt Broughton, (seedy 
More like — Andy) steps forward to look at 
a self-published game with humble origins. 
Yes, Public Domain is about to take over 
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ands up who remembers a 
PD demo/coverdisk going by 
the name of either Smidge or 
Morton. There, See Andy — I told you 
more than five people regularly read 
'PD Zone'! (Oh yes. Look There are six 
hands in the air — Harry). 

Simplicity was the name of the 
game with Smidge, and though he's 
grown up, you'll be glad to hear that 
he still remains true to his origins. 
Being an ex-PD game, it'll come as no 
surprise to find that Morton Strikes 
Hack is a mish-mash of popular plat- 
form games we've seen Over the past 
few years; but take the 
graphical simplicity of 
James Pond 2 and 3, 
plus a 'few' ideas 
from Mario, et 
voilal — com- 
mence au festi- 
val de 9a Mor- 
ton. Alors. 

The author 
has, very wisely, 
sub-titled the 
instructions with 
the bold legend, 
'Totally Dispensable 
Plot', and goes on to tell 
of how Morton has decided to 
prove himself to his parents by, 
well.. er, running through lots of lev- 
els, collecting paints and fruit, and 
killing cutesome creatures. Just the 
sort of thing to make mum and dad 
proud, I'm sure! 

Anyway, as I'm sure most of you 
will have realised, this basically 

entails lots of platform leaping, 
h.nidy head -jumping, apple icon 
collecting, and any of the many 
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Not one to miss out an a 'variety £ 

opportunity', Morton includes, watery 

levels where you can choose to travel 

above ground or have a swim with 

the little fish. This alters your control 

slightly, slowing you down and 

adding the further risk of falling off 

the bottom of the screen- 
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Anyone who 
knew the origi- 
nal PD demo of 
Morton will 
rem ember t hi* 
'Rescue 
- Penguins' bonus 
levels. Here you 
must search the 
level and lead all of 
the beaked, flightless 

^ ^y/^^y/^^ * ch *P* to a specific dc.or- 
>f *^ way. Often you have to 

abandon the penguins and move 
on to open pathways from further 
points in the level. Poor little mites! 

hundreds of things that we've come 
to expect from cute platform games. 
Of course the difference here is that 
it's not being released by some soft- 
ie-giant like Ocean or Virgin with a 
£29.99 price tag. No sir, Morton 
Strikes Back is yours for just £7.00. 
So, is it worth the price of seven 
cheeseburgers? Q 



I'd have to be some sort of git to lay 
into a platform game for the A1 200 
being sold for only £7.00, but there 
are a few strong words to be out to 
the otherwise pleasant Morton. Now 
it could be that I'm losing my 
patience as I get older, or it could be 
down to a lack of experience on the 
programmer's part, but I fiod a good 
number of these levels frustrating. It 
seems to be filled with baddy 'attack 
patterns' involving both an aerial and 
ground assault, coordinated so that 
you can't avoid hitting one of them. 
You can, of course, turn around and 
wait until their slightly different trav- 
elling speeds create a bit of a gap 
between them, but that's boring and 
wastes precious time. The only other 

criticism is that though 

the game boasts more 

than 80 levels, many 

of these are nothing 

more than a few 

screen wide, and feel 

like more of A bonus 

round than a real 

level. These two moans 

out of the way, Morton 
really is quite impressive. It has variety, with 
underwater levels and 'Rescue Penguins' levels, not to men- 
tion the forever changing graphical backgrounds. Options- 
wise, Morton is more than superb, allowing you to choose 
from five different game types, as well as setting the time 
limit and number of lives available. A password system is 
included, but ifs the sort that stores your attributes as well 
as your position — so don't expect an easy ride! Though 
Morton isn't exactly an original game, it certainly puts 
some of its full-priced counterparts to shame (are you lis- 
tening down there in Crinkly Bottom). Er... other than that, 
what can I say? Jolly well done! 
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Both the standard, less colourful nan- AG A version 
and the At 2 DO version ran be purchased by send- 
ing a £7.00 cheque made payable to D Parsons at: 
Confused Pelican Software, Oakfield Lodge, 
Hatch Beauchamp, Taunton, Somerset TAJ 6SG, 
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ut a path through Agon's demonic hordes and e; ( 
forgotten lands as you play the hero in this fantas 
i-playing adventure, set in a top-dtmn, multi-dire^ 
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Available on: Amiga (compatible wttft 500. 6flQ and 1200), 
Amiga CD32. 



DESIGrt LIMITED 



nstorte © Core Design ftjmsted. All Rights Reserved, 
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This one hasn't got 
anything to do with 
foetuses , sadly. Which 
is why we let Matt 
Broughton near it. 

Some clever scientists would 
have you believe that the 
Dinosaurs were wiped out by a 
giant asteroid which crashed into the 
Earth, killing millions instantly and 
altering the climate so drastically that 
the survivors died from starvation or 
exposure. 

Not so, say Black Legend and 
Beyond Arts. 

According to them, it was in fact 
the invasion of an alien force that 
caused the extinction of Messrs Rex, 
Raptor and the Q'Sauruses. This race 
buried embryos deep within the earth, 
so that one day their descendants 
could rise and take over the planet. 
Unfortunately, this plan would take 
time- over 65 million years to be pre- 
cise - and what the aliens hadn't 
counted on was the evolution of man. 
Something had to be done,.. 

This brings us up to date, and the 
current situation is not good. The 
aliens have almost beaten mankind 
into submission. Thankfully, there's 
still one thing standing between this 
hostile force and total victory: the Ter- 
rain Liberation Front, an organisation 
formed by the United Nations. And 
you are its ace fighter pilot no less, so 
it looks like the fate of life as we know 
it rests in your hands. Again. 

This load of old twaddle paves the 
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Controlling your plane is pretty intu- 
itive. Moving the mouse forward or 
back raises or lower* your nose, while 
swinging it left or right causes it to 
bank in that direction. Th« left mouse 
button fires the selected weapon, and 
holding down the right mouse button 
and pushing forward or pulling back 
increases or lowers your speed. 




The bottom right- hard corner of the 
screen is the place to look if you want 
to know haw much longer you're like- 
ly to last. The simple rule here is the 
more red on screen, the less likely you 
are to live, 

way for a futuristic flight sim r split into 
twenty missions. At the start of each 
mission, you're given a briefing which 
details any targets or specific threats 
you're likely to come across. Then it's 
HUDs on, and c(h)ocks away as you 
launch off to kick alien butt. A 
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If you're interested in a spot of two-playe* action, then get an Amiga-own 
ng mate to bring his machine along. Using a null-modem cable, you can 
link two computers and fight against each other — which we reckon 
would be a right laugh. We don't know, though, because we've only got 
one working Amiga ait the moment, you see. 
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Rather than constructing Embryo's 
game world from millions of fancy, 
Gouraud-shaded polygons, Black Leg* 
end has opted to use only simple 
graphics. This, pays dividends as, even 
on basic Amiga;, Embryo moves like a 
nugget of greased lightning on oily 
land (speeds of up to 50 frames a sec- 
ond are claimed). Thankfully, it plays 
fairly well, too, It's very easy to get 
into, with the mouse proving the most 
effective of the control methods on 
offer, and the on-screen help such as 
the radar and head-up display com- 
bining to make everything as hassle- 
free as possible. Which is something 
that can't be said about the aliens. 
These have to be some of the hardest 
beings ever seen - either that or some- 
one's swapped your bullets for peas. 
Even the weediest of the lot are quite 
happy to take at least ten hits before 
they explode, which is initially very 
frustrating. It takes a while to become 
skillful enough to avoid the enemy 
craft without sustaining too much 
damage, but once you've reached a 
level of competence, things do become 
much more enjoyable. And it's only then 
that you start to fully appreciate the work 
that's gone into the game. Fallen aliens usually emit smoke 
in their death throes, which Is very impressive. And the walk- 
ers actually collapse when they've had enough, much like the 
AT-ATs from out of Star Wars. The only thing the game is 
missing is a chase view where you could follow your ship 
from behind, like in most flight sims. Embryo is a hard game 
to rate. Some will love rt, others, er... won't. Only those who 
are prepared to persevere are likely to get the most out of It. 



No Al 200 version as such, although 32bit 
owners will, of course, benefit from having a 
fast processor, so the action is much more 
smootherer. No news of a specific CD32 ver- 
sion, though. 
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Apart from gathering alien weapons and artifacts after a mission, you can 
collect alien corpses and soldiers for your scientists to pull apart for kicks. 
A* well as being an entertaining sport (just watch those letters roll in, vivi- 
section fans! ) it can give valuable clues as to that particular species' weak 
points, (Is it really for that reason, Matt? Or are you the type of boy who 
used to pull legs off spiders in a boring Physics lesson? —Andy.). 
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Look! Up in the sky! Enormous sausages 
quite literally hurtling back and forth against 
the midnight panorama. This is a job for the 
planetary defence president — call for Matt 
Broughton! Er... 




Dtlld you mind doing 
something for me? Okay, 
sit on the floor with your 
legs crossed, or even better, in a half 
or full lotus position. Right, now hold 
your arms out slightly to the side of 
your body and pinch your thumb to 
your middle finger [yes, I know you 
look silly, but bear with me}. Lastly, 
close your eyes, think about flowers 
and love r and them hum "OM", Well 
not really just an "OM" but more of a 
"OM MMMMMMMMM 

You might be wondering what all 
this is in aid of, but it is in fact, what 
about ten thousand people were 
planning to do a few months back 
under the banner "Love and Peace 
comes to Earth". Ves, sad but true, a 
'love person' recently handed me a 
leaflet in Greenwich Market inviting 
me to join with the aforementioned 
loony masses to "...create the great- 
est planetary balancing into Harmo 
ny and Light ever known with a com- 
bined eight minute OM (AUM> 
delivered by thousands at Wembley 



and linked across the world". They 
needed "quality singers of peace and 
light", Needless to say, I didn't apply 

The only reason I've chosen to tell 
you about this now is that it sprung 
to mind that, should some alien civil- 
isation have been watching us from 
afar when this event occurred, they'd 
probably think us mad and send all 
their videos of the huge 'OM' in to 
the alien equivalent of VouVe Been 
Framed (probably hosted by an alien 
looking uncannily like Jeremy Beadle) - 

And the tenuous link is that UFO 
Enemy Unknown, actually puts you in 
the excellent position of running the 
united Earth defence force (known as 
XCOM) against an alien invasion. You 
need to set up bases across the face 
of the planet, monitoring UFO activi- 
ty, dispatching interceptors, and con- 
trolling soldiers in one-on-one situa- 
tions. Research is essential to your 
success, so you need to bring in the 
top scientists from around the globe 
to examine and copy captured alien 
technology. Let's rock! 
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Wh*n shooting aliens, you can choose from various types of shot, each "I* a 
different accuracy and a diffe r en t coct. One* you' v* selected which w«pon 
and which shot, fust mouse over to the green git and fir*, H you finish a 
turn *vfth mo v ement unit* to spare, you can participate m r ppport*i*»tty 
fv*' which basically means that your man will fire upon any alien* it we* 
during tha bad guys' turn. Handy huh? 




■ -' 







H 



10 


1 



runoinr. 

:W : 



(Above): Hello, this is where I live, and these are all my friends. Yes, home 
tweet home, this is my base (of which you can have up to eight) when most 
of the read business goes an. Here you can see my aircraft hangars., living 
quarters, labs, alien containment, and. ah r other things. After a while 
things start tq get a bit crowded and you need to start transfer- 
ring between bases, but at this point in the gam* I've only got 
one other base (see the icon at the top), and that's mostly 
Working just as another radar centre. Pahr Bald planning 
on my part, really. 

(Circle): As with Laser Squad And Sabre Team, the 

strategy/action bits are turn-based sections, giving 

each soldier a set number of units to spend walk- 
ing, firing etc. The icons along the bottom enable 
you to move soldiers and change their 
equipment, along with a handy button which 
automatically interrupts your move to leave 
enough points for either snap, auto or aimed 
fire in Opportunity mode. You can also see the 
energy, health and morale of your soldier. 



(Above): 




ufo C'UTKumrMc interceptor* 






Once you're within range <jf the offending UFO, yen 

with this screen enabling you to choose your posf >. You need , 
J2M _ be aggressive with the large UFO specimens, but you 

should try to avoid being too rough with small* 

craft orels* you'll damage possibly 

recoverable artifacts and life forms. If you 
manage to shoot the UFO down, either by 
accident or with complete malice afore- 
thought, it's time to call out the 
Sky ranger craft, complete with 
hardy ground troops. Hut hut hutl 



(Below): Vou're not the only one 

able to have bases, and should 

the aliens get enough ships 

past your fleet, they can and 

will set up their own. Once 

detected, you can move your 

troops in to take control of 

the bases but, needless to 

say, things get more hairy 
than DLT. Incidentally, the 
pink splatty lonkinq things 
are dead aliens; the alien 
plant-looking things are, er... 
alien plant things, and the 
dark bits ate, um... oh bugger. 
Well, at least you know what I 
mean. Probably. 



Above): Here we see one of my loyal soldiers (with a familiar name) all ready 
for a good fight and just begging to be loaded up with as many weapons as 
possible. As you can see, there are all manner of places to keep my Stash, 
although you will find that if you overload any one person with too many 
toys, they'll find it very hard to walk very far without collapsing in a heap 
(Just like Naomi Campbell. Only without the knickers). 





(Left): This is your main control screen, attractively named the Geoscope. 
From here you can monitor what's going on across the Earth's surface, am well 
as speed-up the passage of time (to avoid boring Sunday aftemoon*)- 
De pending on how strategically your radar posts, are set up, you'll detect 
UFOs as they appear over specific areas, and you tan dispatch your inter- 
ceptors and ground troops to deal with the problems they cause 
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All this alien hunting costs money, and what with the price of equipment and! 
but facilities, you're going to need some serious funding. Fortunately, 
because the planet is now very 'together 1 , the numerous countries will be 
more than happy to have a whip-round as long as you've done a fair job of 
protecting their home land. The easiest way to keep a check on this is to us* 
the various graphs to see which countries have reported the highest UFO 
activity, and how you've reacted. You can also use these graphs to show your 
overall activity levels, not to mention the usual financial reports, 
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I THE VERDICT 

I've been waiting for UFO for a long, 
long time, and I can happily report 
that it was worth it. For a big fan of 
Sabre Team and Laser Squad, UFO 
is a bit of a dream really, with 
improved graphics, an incredibly well- 
implemented control system, and the 
excellent Injection of planetary strat- 
egy. Playing from floppy isn't too 
unpleasant, and apart from when the 
game changes between the general 
and isometric modes, there's very lit- 
tle loading time. If you have a second 
floppy drive you'll hardly ever have to 
swap around, and even with one, the 
data has been thoughtfully located — 
though you will have to be just that 
bit more patient when playing. For 
anyone such as myself who loves 
toys, UFO has got them pouring our 
of its ears, and with the chance to 
steal alien technology, the sky's the 
limit as far as nice big bang sticks go. 
There are a decent variety of aliens to 
encounter, and it's good to see that 
they do actually act in different ways 
rather than just looking different. So 
okay, if It's so great, why have I only 
given it top eighties and not some 
scorching ninety nine percent? Well it's 
quite simple really. Though the initial 
isometric battle sections are nice and fast 
running, once you start taking down the very large UFOs or 
move to a civilian area to help at a terror site, you can be 
looking at a wait of up to fifteen minutes per 'Hidden Move- 
ment' (ie the computer taking its turn}. This was the sort of 
thing that buggered up Sabre Team, but even that was sort' 
ed out by the time the A1200 version came out. It's a right 
shame because the game is just so easy to get Into, you lose 
the mood while just staring at a blank screen. Other than 
this moan I would recommend UFO unreservedly to anyone 
who enjoys games of this genre, but be warned that It's only 
for those with a fair old dollop of patience. 
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ang on to your carpet for ACTION and FUN! Aladdin 
. slashes his shining scimitar to fight through Agrabah, 
escape the Sultans, survive the fiery Cave of Wonders, snatch the 
Genics Lamp and save Princess Jasmine from the evil J alar! 
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In which Andy Nuttall 
reveals his trim ^^^^^ 
colours as a bit of a closet 
Candalf and we all stand 
around pointing and 
laughing because 
none of it is real. Legend has 
it that it's a nice game thougl 
the sacred name of Elbereth. 
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With the worth "Crystal" 
and "Dragon" in the title, 
I'm prepared to wager this 
afternoon's lunch that you'll be 
expecting this RPG to be based on 
finding a small glass winged creature, 
probably containing stupendous 
powers, capable of rendering the 
owner ruler of the Universe. And 
killing lots of nasty beasts on the 
way. Wee- eel.., yes, you do 
have to find said Dragon, 
yes, it is all-powerful; and 
it's true, there is some 
unpleasantness 
involved. But, the story 
behind the Crystal 
Dragon is actually pret' 
ty interesting — s 
please allow me to precis it 
for you. 

The Dragon was created by an 
elder wizard, and put into safekeep- 
ing in a dragon's lair {but. thankfully, 
Dirk Daring's nowhere to be found). 
Years pass, and an evil would-be 
megalomaniac wizard catches on to 
the tale of the Crystal. Assembling a 
small army of baddies, he sets off 
Crystal -wards, but on finding it he's 
thwarted by the Dragon's minder. 
Some months of magical jiggery-pok- 
ery between the two powerful magi- 
cians later, the dragon finds itself at 
the mercy of the wiz, and gives in. 
But still the Crystal Dragon won't 

One of the great features in Oragon, 
and one which Magnetic Fields boasts 
about mast, is the ability to 'jam' 
doors open, A simple stab in the dark 
(Or, it you prefer, by torchlight) into 
the inner reach** of tffl» door chain 
with a dagger will stick the door 
open, closed, or half-open- Th« lat- 
ter two of which, incidentally, 
win keep gits like this at bay. 



allow itself to be moved. So — 
and here's the interesting bit — 
instead of stealing it, the frustrated 
wiz simply builds a fortress around it, 
so that he has time to study its 
extraordinary powers. Great story, 
eh? (£r, no Andy, it was littered with 
more brainless cliches than an 
episode of Blind Date — Hazj, 

And it's at the 
entrance to this 
fortress, where you 
{ stand at the begin- 
ning of the game. 
The difference 

between this and 
previous RPGs are 
obvious: for a start you 
only have two characters 
to control instead of the 
usual four. So anybody who 
found eight hands a bit of a, um, 
handful to control (me included) will 
feel much more at home with Drag- 
on, And that, in a nutshell, is it. A 




^fo^iz^sxi 



rr 


m 


I 




* 


I 1 


?ff 


gw 






AJhi, we meet again, Mr Beholder.. 
Beholden, as in "Eye of the...", are 
tunny creatures with lots vt eyes on 
stalks. Hence the name, presumably. 
Anyway, they're damned hard, and 
take a tremendous number of Magic 
Missiles 'up them' before collapsing, 
like a deflated Space-Hopper, onto the 
stone floor. Aiiieeeel 
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Many role-playing enthusiasts will no 
doubt disagree, but I reckon Crystal 
Dragon is about as close as you're 
going to get to a true ft PC on a com- 
puter. But then, loads of people dis- 
agreed when I said that about Eye of 
«*V the Beholder 2 a few years ago 
V too. By 'true' RPG, I mean 
Advanced Dungeons & Dragons; 
one of those board game kits 
from Games Workshop, with 
names like Call of Cthulbu 
and stuff. Most computer 
RPGs don't follow this for- 
ula to the letter, simply 
because the power of the 
Amiga can be used to beef up the 
flow of the game, and to knock 
out lots of the supposedly 
boring bits like rolling the 
dice Crystal Dragon, 
though, accurately repre- 

V~f sents the board game 
style. And even though 
much of the legwork of a DM 
A* is taken away by the Amiga, the 
,1k i feel of the board game — of sitting 
*1, around a room with some friends 
scribbling notes, and taking turns to 
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'l', fire Magic Missiles at a rampaging skele- 
ton — remains pretty prominent. One of the complaints 
?K players had about the Beholder series was they were a 
little easy — but not so Crystal Dragon. The difficulty 
curve is steep, so the first few doors you open reveal 
nothing more than a few sword-wielding knights; but 
midway through the 23 levels all Hell, quite literally, 
breaks loose. And that's more of a test for adventurers than 
ever before. Crystal Dragon isn't noticeably more technical 
than, say, Beholder 2, but it's a damn fine challenge — 
especially for those disappointed by the lack of Beholder 3. 
To cap a great list of features, Magnetic Fields has taken the 
vast range of jargon, strange names, spells and odd controls 
and actually made them clear and easy to use. Good lord. It's 
a tad expensive, but Crystal Dragon easily sets a precedent 
for all future Amiga RPGs. 



On the later levels, like IS and upwards, you'll not only face the usual motley 
crew at Beholders.. Vampire Bats and Knights, but also these horrid orange 
creatures with four arms. Of course, that bodily feature alone means they're 
twice as hard as the norm; but then there are those claws... 



nniic iKit isn't an A1 200-ip«ific vertion planned, 
Al 200 Black Legend 1 are considering converting It for tftc CD 
, format we know and love. But, of Course, that's a lens; 
CJD 3 2 way off — so the benefits aren't clear as yet. 



PUPDATES...UPDATES 

God you lot are lucky. Not only do you get the goat-like Matt Broughton and the git-like 
Andy Nuttall, but you also get to sample the literary delights of work experience chappy 
Nick Phelps. Incredible! 



MANCHESTER UNITED 
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manchester United: Premier 
League Champions (to 
give it its full name 
because I couldn't be bothered to try 
and fit it all in the top title) appeared 
originally in the April issue, and 
though Simon didn't award it the 
highest mark out of all the Amiga 
mags, it still received a healthy 
eighty percent. Having played the CD 
version for quite a while and then 
read his review, I have to agree with 
most of the points he made (I can do 
that now he's gone, you see). 

MUPLC was well received by the 
money-spewing public, but to be 
honest, the game itself seems to fall 
between a deep management game. 
and a Sens/basher. There aren't arty 
of the managerial things to do that, 
say, the Premier Manager games 
have, but there is a fair bit of team 
organising and strategy to be han- 
dled. The only particularly huge sell- 
ing point of MUPLC is 
the patented Krisalis 
Tacti-Grid™ sys- 
tem, which gives 
you an incredi- 
ble amount of 
control over 
the- field posi- 
tioning of your 
players, enabling 
you to play to very 
exact strategies. 

The arcade match- 
es themselves are cer- 
tainly more playable 
than many of the 
offerings we suffered 
around World Cup 



time, but considering the CD32 ver- 
sion doesn't feature any save facili- 
ty, you not going to be able to build 
up a formidable team unless you 
leave your machine on every night . 
Krisalis owns up to this fault, sug- 
gesting that the game would be 
great for setting up short special 
leagues. Unfortunately, if you want- 
ed that sort of a game, perhaps 
you'd be better off buying one of 
the more arcadey offerings like 
Semi, Goatl or Football Glory. 

Just for the record, the CO update 
also Includes some beautiful digi- 
tised pictures of individual dub 
grounds, plus some great player 
shots, including Eric oo-ah' Cantona 
being nasty to people. 

I'm not really all that impressed 
by the CD version to be honest, and 
this is really just down to losing out 
on team development due to lack of 
saving facilities, Try to have a play 
on this one before you pay, just to 
be sure you enjoy the arcade 
sections enough to warrant 
the purchase. Okay? [MB] 

OVERALL: 78% 
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T~ o say that I wasn't looking 
forward to reviewing Theme 
Park A50Q would be an 
understatement. After the Amiga 
1 200 version, which was utteriy bril- 
liant — but also a little slow 
in places — the idea of 
an A500 game slowed 
down to a speed 
slower than, ah, j 
Slow Jack McSlow. i 
winner of the last | 
year's Britain's Slow- 
est Man competi- 
tion, wasn't exactly 
appealing, 

'But wait! ', as they say 
on QVC, because the AS 00 
game is actually faster than the 
A 1200 one. Yes, while there were 
some problems with clicking on 
rides, and dragging features 
around the park because the 
machine was struggling with 
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Arcade Pool, is, funnily 
enough, a pool simulator — 
but one which takes a 
slightly different approach than the 



including eight . different game 
types, as well as a trickshot mode to 
impress your Mum with. 

The difference between the CD 3 2 



excellent Archer Maclean's Pool. The and the normal version is the very 



main difference between the two is 
the overhead view, which is less real- 
istic, but makes for very, very 
playable, er,.. play. 

At first, the computer opponents 
seem much too good, and it gets 
rather depressing as you watch them 
perform incredibly complicated 



realistic pub sound effects in 
the background, and a large 
playable demo of Superfrog 
has been chucked onto the 
CD as well. Although you can 
still use a mouse. Team 17 
has taken full advantage of 
the joypad, and every button 
gets a thorough prodding. 



Arcade Pool doesn't have bril- 
liant graphics or many other gim- 
micks, but what it does have is very 
addictive gameplay, making the 
desire for 'just one more game' 
keep you playing for a fair old 
while. [MP] 

OVERALL: 90% 
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shots, but you soon realise that the 
easy control method means you can Although without a mouse 
be just as flashy. The minor problem it's slightly harder to aim, the 
of having omniscient opponents 
soon diminishes as you get better, 
though it will be some time 
before you're too good for them. 



rest of the control system 
really is a joy to use, 

A slightly skvw-wtff pyra- 
mid of coloured balls, 




shifting the huge amounts of 
graphics and stuff around, there's 
none of that in this new version. 
And why? Because they've cut 
things Out, that's why. Streamlined, 
reshaped and remodelled 
using a sleek "fewer 
graphics' formula, the 
k. all-new Theme Park 
\ features shops 

ML which all look iden- 
ll tkal, save a small 
circular sign stuck to 
the front of each. 
Gone! are the 
Corkscrew and Mono- 
rail rides. Go net is the 
Treehouse, along with quite a 
few other sundry features. In! is 
astonishing speed and, er, every- 
thing else. 

Remember a few years ago when 
the A50O was an aspirations! 
machine, which was seen by the 
lowly C64 and Spectrum owners 
(and the somewhat less-lowly ST 
owners) as the be-all and end-all of 
machines which could do anything? 
Whereas now it's the A1200 which 
is aspirational, and even that's hav- 
ing some GBH of the, er, disk drive 
from the more expensive PCs. 
Well, this wilt really take you 
back to those heady 
days. Honestly, just 
about everything I can 
remember from the 
A1 200 version is in here, 
and as far as I'm con- 
cerned, that's a hell of 
an achievement from 
Bullfrog. People are still 
more than satisfied with 
their ASOQs and AGOOs (1 
know I am J, and with 
games like this, long 
may it continue. 

OVERALL:93% 
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And Wherever he went. 
United & top scorer Rnky 
trVfench was mobbed by 

adoring fans. 
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Oh no! The 
World Cup 
has been 
stolen by aliens, 
and the frag 
merits of t+ie tro 
phy scattered 
around the world ! 
Armed only with 
his football, the 
imaginatively-named 
Soccer Kid decides to 
recover them. As soon as 
you slip your disk in, this plot is 
shown by a 3 minute-plus Jong, near 
cartoon-quality introduction, and is 
the cue for level upon level of siz- 
zling platform action. 

Soccer Kid can splat baddies by 
kicking Kb ball at them, which he 
can do in many different ways; rang- 
ing from overhead kicks to back- 
heels. Should you lose one of your 
balls touch I), you can hold down fire 
for a new one; but be careful 
because you only have a limited 
number of spares. 

On each level you have to collect 
11 football cards, but you can finish 
without them if you don't 
mind not having the 
bonus stage. This 
makes it much eas- 
ier for begin- > ■„ 
ners, as if 
you're feel- 
ing unambi- 
tious you 
can decide 




_lj. 






Th« Acacia was 
pretty 
fearsome in 
the tackle, 

not to 

explore the 
harder parts 
of the level 
for the cards. 
Unfortunate- 
ly, Soccer Kid 
doesn't make near- 
ly as much use of the 
multi-button joy pad as it 
could do, but this isn't such a prob- 
lem because the one-button con- 
trol system carried-over from the 
normal Amiga* is fantastic. 

Although only the cartoons and 
nice musical soundtracks are dif- 
ferent from the A1 200 version, this 
is still a brilliant game, which thor- 
oughly deserves a place in any plat- 
form lovers' collection. [MP] 

OVERALL: 93% 
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JAMES POND 2 
ROBOOOD 

"If you Ve never played Robocod 

you're missing out on one ol (he 

finest platform games ever? 

CU Amiga 90% 

RftP £9.39 EACH 

BRUTAL FOOTBALL 

■Brutal Sports Fodball is a good 

contender for a game of me. year 

award. Superb action and then 

some unmissable 1 ' 

MF9*% 

RRP £9.99 EACH 



"A superb puzzler combining 

polished programming and 'can't 

purt tl down gameplay'... a bnllianify 

enioyabirj game !'' 

AF88% 

rrp£9.99 Bfcti 

{ GLOBAL EFFECT 

% i 

"One hell of a game... probably ; 

" the besl simulator around!'' 

Amiga Action 93" a 

"H you liked Sim Dry (his i$ the 

game for you!" 

Amig* Computing 91%. 

qRf£9.99^ACM 
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Available from all leading stockists. Should you have any difficulty in 
obtaining any of the products, please do not hesitata to contact KIXX 

on 021 625 331 1 . - j 

AVAILABLE HOW ON; 

AMIGA I 
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COMPUTER AND VIDEO GAMES, OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25. 
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Ladies and gentlemen, will you please give a warm welcome to work experience lad 
extraordinare, Nick Phelps, as he takes over the Replays! section for a month, and shows 
as all just how easy it really is when you're clever. Cit. 




FORMULA ONE GRAND PRIX 

Digital Integration, £16.99 

Silverstone. The yummy grand-stand was 
— ated with hundreds and thousand*. 
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COMBAT AIR PATROL 




Psygnosis, £11.99 

ad taste aside?. 
Combat Air Patrol 
is a flight simulation 
based around the Gulf War. 
giving you, as a member of 
the Allied Forces, the 
responsibility of chucking 
the entire Iraqi army Out of 
poor old Kuwait. Unlike most 
other flight sims, CAP lets you 
control your side's complete war 
strategy by moving the army units 
into position around the area — 
although you can opt to skip this 
bit if you choose. One option you 
have which the Allies didn't is to 
attack Sadaam, enabling you per- 
sonally kick his towelled butt into 
oblivion. Hurrah! (good use of 
'Hurrah!', Full 10 points — Matt). 

You can control your aircraft by 
keyboard, joystick or mouse, and 
there are a number of ways to 
vary the difficulty, along with 
training modes to boot. The game 
moves along quickly enough, 
especially when you use the out- 
side views, even if some of the 
detail on the ground needs to be 
reduced to achieve this. 

Compared to. say, F75 Strike 
Eagle 2, CAP is not quite as fast or 
responsive, and certainly not as 
beginner-friendly, but its superior 
depth and plot means that it will 
keep you coming back for more. 

Like Formula One Grand Prix, 
this game is more suited to people 




who can spend 
a long time with 
it, a point which I, 
er, s'pose applies to 
most flight sims 
anyway. But the bits 
of strategy are cer- 
tainly a bonus. 
[NP] 



The engine roars as yet again I 
scream down the straight, 
shamming to overtake on the 
inside, only to flick across to the out- 
side and pass two cars, and whistle 
round the corner in a frenzy of late 
braking and last-second gear 
changes. Watch out Nigel Mansell. 
I've come to take your fireproof 
pants down! 

Unfortunately, the lights in the 
cockpit show that I've turned all the 
driving aids on, so I'm invulnerable. 
I've got an ideal line showing me 
where to drive, and braking and 
gear-changes are automatic. Doh! 
Mi crop rose 's Formula One Grand 
Prix is incredibly detailed, and for 



sheer complexity it behaves more like 
a flight simulation. Engine revs, 
crashes and tyre screeches are 
accompanied by ear-like sound 
effects, and the action is fast and 
smooth. It's got a 'very large' manu- 
al, multiple views, and the optional 
automatic functions, as described 
above. It's not an easy game to get 
into, and despite the driving aids, the 
controls are a little bit difficult at 
first. However, if you just want to 
bash mindlessly round a circuit, my 
advice is to visit Mr. Gremlin, and ask 
for Lotus 2 (see later). [NP] 



OVERALL 
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the Amiga has never 
had -is many good motor- 
bike racing games as car 
ones is a bit of a mystery, but now 
that Prime Mover ha\ re-entered rhp 
fray at the pocket-friendly price of 
£11.99, at least the odds are evening 
up a little. \ 

The name of the game heire is to 
beat six other riders around a series 
of different tracks, with the ultimate 
goal being to win the Worldwide 
Championship. My first smalt (but 
perfectly formed) moan Is that the 
viewpoint is too low behind your 
rider, meaning that you can't see far 
enough in front of your bike to judge 
the corner. Admittedly, once you get 
used to this it's not too great a prob- 
lem, but I just wanted to make the 
point. (Well done mate! — Andy,). 

There are loads of tunes for the 
options screens, including all the 
countries' national anthems, while 
the sound effects during the race are 



We raced across 
thp city limits Dn 
rocket-propelled 

black puddings. 

realistic, if rather 
uninspired. 

The races move 
very quickly and 
the scrolling is 
smooth, but ulti 
mately the 

game's appeal 
is short-lived — 
and it won't 
take the average 
games player very 
long to win the 
championship. There's 
not really much else to do in Prime 
Mover, other than exhaust the plen- 
tiful options, including choosing 
from five different bikes. 

Unfortunately for Psygnosis, 
although this is a good, playable 
game, there are far better driving 



PRIME MOVER 




Barry clung to the black-jack 
as it bucked and skidd ad its 
way towards Paris. 



\v games out there available for 
only a few more quids. So, con- 
sidering lotus 2 (Again? — Andy.) 
can now be collected at a similarly 
budgetary price, you'd have to be a 
bike fanatic before this became a real 
recommended choice. [NP] 
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The Bakewell Tarts 
Formation Display Team 
executed their trickiest 
manoeuvre. 
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CLOBDULE 

Psy gnosis, £11.99 

Clobdute is, I suppose, a plat- 
form game, but it's certain- 
ly; a very weird one. This Is 
mainly because, strictly speaking, 
there aren't any, er... platforms. 
The game centres around a pink 
snot-like blob called Globdule 
(which, according to Harry, is what 
fairies have. Pink snot, I mean. — 
Matt.), who wants to become a toy. 
Obviously, this means he has to 
travel through various platform- 
filled lands to the great toyshop' in 
the sky. Hmmm... 

The difference between normal 
platformers and Globdule- is that 
Globdule himself can stick to any 
surface, so it's simple enough to 
walk along the ceiling and up the 
walls- These abilities add a totally 
new dimension to the game, which 
feels strange to start with, but you 
soon get used to it. 

The rather complex control sys- 
tem is not flawless, as some of the 
movements are a bit difficult to 
execute, but generally it doesn't 
handle too badly. The earlier levels 




let you get used to controlling 
Globdule, but the well thought-out 
learning curve means that it won't 
be long before you're into jolly 
deep water indeed. Luckily there's 
a password given after each land, 
so you won't have to repeat your- 
self too much. 

When walking (slithering, sure- 
ly? — Andy.), your character moves 
rather slowly, though things start 
to speed up when you jump 
around. The tunes are fairly atmo- 
spheric, while nice splats accompa- 
ny your globular movements 
throughout. Globdule is not your 
average platformer, so if you love 
the genre but need a change, try 
sprinkling this on your chips. Alter- 
natively, you could always play it 
on your Amiga, (Boom Boom! Mr 
Roy — Matt.). 



o 



I think we're talking Lucy in the Sky with Diamonds, Laughing Sam's 
Dice etc etc, 
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Gunship 20001 

Digital integration r fla.^9 

ncoming rear!" shouts my co- W^W" 



I 



pilot, as I fly low over enemy 

territory surrounded by, well, 
enemies, actually. I couldn't hold 
back the cry of exasperation, as I 
knew that in a second the rear 
would be on me, and my mission 
would be over. Suddenly, splat! It 
was a rear all right — a big hairy 
one, whose buttock cleavage was 
now imprinted on my cracked wind- 
screen as I hurtled towards the 
ground, and death below. Okay, so 
"Incoming rear" actually means a 
missile coming in from the rear', but 
there's nothing wrong with a bit of 
imagination. (My god Nick, you have 
vision Any chance we could swap 
you for Andy? -Matt.). 

Gunship 2000, if you hadn't 
already guessed, is a helicopter sim, 
which actually has gameplay, sur- 
prisingly, unlike most flight sims, 
calling for totally new tactics and 
different controls. 

There are the usual large amount 
of options, ranging from how much 
your co-pilot does for you, to wind 



Look, I've vomited 

into this envelop"' 

especially for you. 




and visibility settings and variable 
control methods. The action moves 
acceptably quickly and fluidly, while 
"Incoming rear" is one of the many 
digitised calls from your co-pilot, 
which add a lot to the atmosphere 
I must admit to being a bit appre- 
hensive about Gunship 2000, but it 
has completely blown me away, 
especially by how easy it is for begin- 
ners. The simple tutorials are fantas- 
tic, and really let you get on with the 
game without having to plough 
through all of the (admittedly 
lightweight} manual Gunship 2000 
will keep you playing for ages, and 
enjoying every minute. At this price, 
that can't be bad. 






Oh goody, something new! 
A platformer with a cute 
main character and a 
stupid plot! That makes a nice 
change doesn't it! Er... no. 
actually. Never mind. So you, as 
Titus, have to travel through a 
platform-based world to rescue 
your kidnapped girly (that should 
be vixen, surely? — Harry), killing 
and maiming legions of enemies. 

Although this looks like any other 
platformer, you soon find that there 
is actually a lot more to Titus The Fox 
than first meets the eye. The thing 
is, Titus has no weapons himself, so 
he can't just shoot the baddies, or, 
thank God, jump on their heads. 
Your only chance is to use the 
objects placed strategically around 
the level, like boxes or paint cans, 
which have to be picked-up and 
thrown to dispose of your adver- 
saries. Some objects have special fea- 
tures though, and clever use of 
these, as well as the normal boxes 
(which you can stand on), is the only 



...that the Fax expose himself to 
unsuspecting pedestrians in the near- 
by town (Watch it. Harry — Andy.). 

way to complete the later levels. 

The main place that Titus really 
shows its age is the noticeable 
screen slow-down when there are a 
few baddies around, but apart from 
this, the sound and graphics just 
about stand up to most of the newer 
platform games. 

The puzzle elements certainly add 
a different dimension to Titus, mak- 
ing it more than just another pUt 
form romp — but don't let the puz- 
zles put you off; they always take a 
back seat to the action. [NP] 



OVERALL 



'89% 





Ti-ptfl* I i * r mm t*iwf i# 




n n □ m 




DISTRIBUTED BY 



>IT7g 



VT High B t1 4. Ifcith Fi<Khki 

ImliinkDHI 

Itlnphnnr ail HJH .'.1.!.' 



( AVAILABLE FOR AMIGA 5D0, 6 0, 1200 ] * 



REQUIRES 1 Mb 



71 H-irick Slr»*1 Huh gvnn ED I 71 H 

Indepctfrnl XDltnirE puHixher 

A diri:iDn nl CDGM LnlnlainqKHl LM. 




A Virus kille-r in &f\ ■fc4Munii.il 
£:ijrrh.3:;i'! n ihrKB H.iy:; 
Wt*flrg |tw*g 3^ hunted* Of 

Amiga viruses. Ma*e sure 
yfiur aoltwara colleellori ii 

Imki I mm Jill kiy.HrVft viruKHS 
£4 00 



VIP4-2. VIRUS KILLERS 




'iVriH-'-Jwo-.i n a gnnd bul 
C'jrvnmarioric- Irrrjol ra nctuda n 
6a-v Ihirarj, Iriu .1 vfLS killer, n 
decent Text etilor. -a few 
fWHJTP+ir jumiti, rt&rfr 
dul^lviHfs. ft Wtvtftefc, fc1** 

eopltr,! bean .Mkaqpiir k i 
hflKf dtffc nwnii syst wn *nri « 
^■y-Clhgr ihngF 
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Slar Trail 1he game is a 
superb interactive 
action/strategy game 
where you take control of 
all key personnel on 1he 
bridge. Greal si* & glx. 



STfr6-3. S TAR TRE K - THE GAME 




Now the summer's- here, 
fa lime to do 1he garden, 
and this is a good reason 
not to, because you'll E>b 
loo busy designing it . 
Only £3 00 



GR\3-1.3I)(,AkI)EM)ES[(,NER 




A two disK collection of 
various Scala background 
textures. Wood, paper 
e1c Gwes your Scala 

production ;i n m irr: 
professional imisll, 
Only £6 00 



JIWP4-2.1LAKIWARE PROJECTS 2 




Maki: yuur own ll.i'GrtViiO 
*nd SAv* STFS. StH*ld 
Mmptjrs, memory 
<nip»'insi6nS, Brrdgoboands 
*.*■ All horfc InCbuCHSS 
COrnpaKl* diagrams. 
Only £4.06 




This 14 the moa powerful 
Ama/i disk duplicalnr 
avarable. In fad (he auhon 
■lay thai if you cin'l copy 

something rhej/'B ghre you 
your money back 
incHxies s* £ HsYoVvflre 

SfMrfafPrraEMaS 



JSXCP30-1.XC* 




Fifty Winning AGA images 
I m?S(j mlnurs All 01 wtiich 
will Mow your mind. All run 
ha a slideshow tor ease of 
mew :i 

cwynsw 

Bit 10 BiTnUCj B»Bf ^roflJWO K»«[H 

riQRLlS-lIL BATHING BABES AC A 




The complet* RSI demo 
mafcer. frjatuitngi; font 
editor, vector editor, 
graphic templates, extra 
muse fonts etc . and a 
complete tutorial. 

Amot&xyeis.oo 

[SI DEMO MAKER 

I Features «H you n*ed 10 
enmoh, arcrnjqi 6 
decrunch amy lite or (hsk 
Includes OMS ihe desk 
masher, Prjwerpacker, 

| LHA etc 

Only £5.00 

RUNCH MANIA 

Over lOOOTop Ami'; i 
game cheats on funs disks, 
loludas a II popular titles 
k« Monkey Island, 
'rflr*cr K etc etc. 

Qnty£$.OC 

■*.-"?* I h Mr*. H4 





S( Vfi-2. SCALA TKXTl RES CHT9-5. 1IMM1 CAME CHEATS 



Over ?0 top q wliry Imifana 
obiects on five great disks 
Subjects indw* Venules, 
Animals. Star Trek and k»ds 
mora miscellaneous ctnects 
CrtytWOO 

[nm(--5. IMAGINE 




Forty lop 1 1'. ilil v 
f:i!mf; .:ji;ir:t'i:: ImiiIi. Tni 
use with WB&3, 
Pageslream. WordwOrth. 
D Paim4el£.etc. 

Only £7 00 
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n PSF7-3. COMPtJfiRAWnC FONTS 




Four all lime tlas-sic board 
games. Scrabble, Cluedo. 
Snakes and Ladders, end 
Monopoly. Great 1un for all 
the family. 

M tor onty £16.60 
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BDfilO-4. BOARD GAMES 
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Hinrjr&ds of Qflngrai 
krvyiyviclfjfi qu^inri!; 
^iihip^lr-. irKilurk! Sp^ft, 
Fiiti^. Musir.. Srinnrn, 
Gnpgrflphjr Test ytiur 
kriowivclga wHH Ihis e-xcall&ni 
Tnviti ija."'rre-. 



Ql Z5-2. gLTZ MASTER 
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Run PC sohvrar* Oil youi 

Amiga. Suppnus vga on me 

A 1 200 cr A400Q works Whtl 
your Hani Disk Floppy 
Dnve, Sfiriai, Parallel A 
mous* ports. 



1TT40-LPC LASK 



A five disk sei of over 100 
top quality tones for use 
with Wordworth 2 or 3, 
Sanpty install them and 
they're ready to use 

Only EtO.Off 

1 WWF1Q-5, W QRDWORTH F ONTS 





Acompkiln Wuril 
PujOTSSinQ pftofcaiije 
Fealui** aW slwida«d 
ocdions Ilk* cut pasta, lab, 
sp«l cftecK «tc. A very 
«;i!;v H M p i fci pi 



II 1TXE34. WORD PROC ESSING 



FREE!!! 

FREE BOX OF TEN BLANK 

DISKS WITH EVERY ORDER 
OVER £25 





RDS3-L RDS Professional 

CraaW ycui own fiicTiibn^ Rarckim dol O t w e a y me . ^ry 
cuiV lo_ii5f r»yf3 W 

Gel vouf Unarces in order 
mih this excellent package 
Take- » doafii took art your 

bank arcxxiriC3. lind oui 
*tifiin flll youi money goes 

every month. 

TN7-3. F INANCE 
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A two otak sat oi eidra 
baokgr&jnds, loons etc lor 
Lisa wilh Magic 
Wortbench. Requires 
KS2J3. 

Onty£S.OO 
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MWFJ-2. M AGIC WB EXTRAS. 




The. most professional 
wort} search, crossword 
solver ava liable on the 
Amiga. Includes 8 
dictionary of over EiS.OOO 1 
words, and you ean add 
your own. 

QfityttOO 



WORD KLM)ER PRO. 



M ytKJ're nsrt Rj me Amtoa. 
thsn you nay hr hnvir<j 
priilarn:; w'i" i-imKinij 
LlWBrweofl s"0uf wwb*r>ch 
rhal nf r. rt^odsd In run 
pHfecLiter ftafNnre Order Hub 
now and soiv*? itro* 
probloms. 

GMrj 



EEBM ES SENTIAL FOR BEGINNERS 




A selection oi tools fof 
degrading your Al 200 
down to a 500. Very easy 
to use, but ertremefy 
ehective way of running 
old games etc. 

OnyW.fflJ 

1200DEG RADERS 

A gtxxl sekM^lian ul rjAnMA, 
rtnnvA. mi«H:. ui^nhirr, ana 

toois <or use only on the 
AlZOOor A+000 A great 
way to iriatafflly build your 
AfiA sdImji« ooMticliDn. 

f]5iM 

ft. A 1 200 STUFF 




in GCB3-L THE COOK BOOK 
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Some Ju*titH *W is jn 
umaal AQA demo teabunng a 
SLipRiti RAVE xaundtraOfc by 
MicHey Fmn Ejcsllenl 
racal* and unbeiievaHB 
visuals make ins a superb 
AtSuu demo. 

£2.00 



HS.1D2.1. SOME JUSTICES 




If you wnil lobiin hixfcfing 

Ian 6ea* of Floyd then THE 
SOURHEl OOCW 600RB 
a OOOd way to OAl sldrted. 
nuni SO iBcipox mDudsd. 

Only £3.00 




Double the space 
available on your haid 
disk. 11 you have an 
Brjmecj drive 1tns will give 

yOu Ovrtl ISOrtWni rtl 
available space. Runs 
siltiinly *i the backg/ound 

Only £5.00 



ICPU5-2. DISK DOLBEER 




I ri.iiinri!) io type can be a 
diffcufl tasK. but not. when 
you get a copy of our 
class*: typ«ig Mrns 
Includes three games to 
help you learn to type 
Only £3.00 



TYP3-1. TYPING TUTORS 




Wl !■ ■'!!■!■ you wuir to hi'-. 
Iiwo AiriKjas (offfflhar, or 2 
PCs or Aniifia 10 PC. Ihen 
I'll!. r:,i;:».ii.)i' t,. iiiiryc., 
Easy to install 

Onry£t.0O 



C OM8-3. NETWORKING 




Outfit new children's pool 
Same, colourful and easy 
rouse. 1 or 2 players. 
Joystick controlled. 

(My £3.00 



KPG.1-1 . KID SPOOL 



Priority Order Fttrm 



rjrd^r Vsilu^ 



N'muL 1 . 



AdJiL'ss.. 



Amiga nxxkl Payment 

Credit Card No 



tip.. 



Ai cfipait images are stores) as IFF so they can be used in boy A/mga DTP or 
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Krxsl.iri in mnuns you mqum an ABDOt, Aftft) A120C nr any machine filled 
with Kiokstait 2 or 3 

AtlA maanx you will inqiiim riithci an AiyiKtai A4t)001n ifw ttvit narticu^i hHri 



AmiHtnl <tf PaLls 
Sinn, mrnrni: 
nawduttvpuci 


(,>TV 


if 


Outer llcrm 




1. 


Total goodk value 


■ I 


I'p hCiiyc <S I'mli-ij; 


-* in 111. 1 * 
= £ 


Amuum em.:hi>ed 


= £ 


ALL TITLES ADVERTISED ARE IN 5Ttx:K 
HEATIV FOR OF5PA1CM 



.Smidy vraJ wa j vslfldl >ffldei VIA 1 lOI */ rflT dnk^ yoi 

psajm. it •tmtfy ik! "he binjr-- "*f Ik I'lk^ ""i ™^«, fill 
'n p"4iria*i* anj *>km ittt»^tih phiiiu^-iliv p^rc .nj 

Wnt il >knf ~<h in" J-j™* Oi !-(«. Milt««(; I m I IM 
V-.iimi R.I HninHr.WillJliii S«l ULl 

f«lMUai dtaki 
tfi dMn OP la i.JI*iwd umc fe*. bill if ytmji i*iVi 11 
fA l^p«. pleuf phw? hi i le* kiun pit»m»i »* n»t-up 



Okreb «ihn jte xkmi. M rfc»J- *ll £HO In iMl 
nttc nrdml. ft i -in-K-i J1 1*= ^f*f 

IViw Mill a I.Js.1 .:! Vij. |„ .,, u ., ; fci ,- rf ihe UK l-'I 

Rajej Jl ..ki. M,\ 11. in pii (.1) in UK Ohbhbi 
plrw: aks f I mi n* tah puL oikfBl for l« dm brlairf 
..-.!:.■ id ir- CDHM Mir ■•rioti . 

All iibei adwnntJ ilwuld 1*111* nil ii»> Amic-* unk" 
-i jkiI M3A «k ihrl * nuly »ih*> .- * i i|»f.\* i»l 
KSSfJ mw Inn Mk reqiinr. m AKIUjAnOIVArailt 

Matf^iam 

T:. plK.-r u .nilrr wtf ihc piHlnt IIITVfly fill Illy CII1K 

hcimcij ♦_»* ( JOn Mtudiy » Smntis vat aM 
L'eilii L'inl dnuk ma Ih cMti f» »i**I lifcr in MtH 

ifhlkn ^Jr. nuuJIy hr riaxd uf b< nrin ncrh rrcnnrl 



X-CAD 2000 

One of ihe mosi pcweriui Conipiuief Aided 

Design packages avui'abla an Ihe Ac ga. 

Now at an unbelievable price 

frd«r Co* ■ XCWO-i. Onty £29.95 * £S PiP 



CD 32 LINKUP 

Corvfcl your CD32 to ycur An. ja 

for easy I'snsler of All CD Hoti dis^s. 

Cwnpwe wMh leads I CD Rom to! sc*twanj. 

~~ COL35-1 Only Ea4.95 - El CO P4P 
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Megaball VI is most 
defimleliy the besl ever 
'Break-flu!' game 
available Superb AGA 
graphics, music and 
gameplay make this an al 
time classic. 



i MGB3-E MEGABALL AGA 




Over 10OaJtin 
games including: 
Breakout. Pacman Space 
Invaders, Snakes , loads of 
puzzle games and more. 
OtfyftOW 



R»j(nH*rt*i:- ?1 



1 GG10-4. 101 GAMES 



Inside Ersglnes is a 
compilation of in -depth 
animation sequences 

Showing yn*i the- workings 

oJ all 1be most popular 

OrtfjinO types. 

CWyElflOO 

1 ENG9-5. INSIDE ENGINES, 



*#*^ 

^**'-- 



£3f 



If you m into Imaojne then 
this 'antastic new Defects 
aisx Mil amaze you. 

Oti|ncls. include Dvtti 
Hq-U" Soul Hunter. 
Tyiwiid and tforion On* 
Space Cr»fi 



BLF4-L BABYLON 5 0B1ECTS 




A selection of superb gily 
pictures to place in she- 
background of your 
Wcxbeoeti 



Onty£5.Q0 



IWGBHW ORKE-KM'H 



Word fto«*riwj 
Pafabwe 0"_ 
Spread*h«f [vj^ 
Wary gf 




'■Vheiher you rur a small 
business or jusl need 1o 
go computBnsed then this 
supem easy to use 
integrated package is what 
you want. 



IFC7-3. LITTLE OFFICE 




This »s flw moat impressive 
AGA Uapinnanabiirt 
avstoble. II you mam Id 

ifflp fW *Sm*qrta, then Ihii 
B what Kill do il. F«£tura& 1 
brill Bj-::tg SCurldlrack. 
OUy £*.0O 

TIME SENSUAUTX 

Large ratiye at TdHlurti far i{ 
UM in Imagine. Pender /cur 
ob|t>cE3 in a vinofy at 
^'■jtlns i:cilnuru and 
Senium^ Cnmpnrlibki- Hirh all 
Amiga* 

&f]tyEt2.(X? 

mm 

A compilation (>l vary 

powerful disk copier*, 
make backup* of your 
software collection with 
ease. 

OnfyES.OO 

1 CPY5-2. DISK COPIERS 






Seventy bitmap Fonts for use 
In atmest any packege 
ircludng Detune Feint Also 
taaturea a FaMasbe Font 
ed«M' tor designing m 
-cuHDuffiaing yuui uwn fAflrs. 

Only £7.00 



li 1FNT7-3. FONTS & EDITOR 



Tetrts is the most addictive 
•game in the world, end 
that's a tact. This s a 
compilation of live of trie 
besl Bast graphics, best 
sound and besl playabifely. 
Only £9 DC 

TET9-5, TETRIS MAYHEM 




GFX13-1CPROCLIPART 




Jrxvk 



■---* r,i -ri. rati 



Hundreds- of high quality 
proJesEioTiBJ clipad images 
Sutnects include' Transport. 
People. Computers, xnvas 
and toads more. A much 
wider scope. 

Only fl3 flu 





iJE::»:i'£IU>'Svi.£l*!l!« 

«■»»*» a. winn, sirs rw 



Over ICO at lime classic 
Sp*arwl aamw "*»tfy 10 
use oo me Spectrum 
«nuHier he: J.i Set Willy 
Stool Dai*, Attic AUk, 
Slir Trek. Uridium and 

load* mm 

Oh MM 



SPG15-7.SPECCY GAMES 






A selection ol printer drivers 
rtdudirtg all popular p rift t aw 
such as Hewfetl Packard, 
Star. Panasonic. Epson. 
IBM. 0«i. Seihosha. 
'Postscript etc, 

Ovtytsoo 

: DRV3-1. PRINTER DRIVERS 

jKrtiOlKiHKHCt «*!■ r.mr* hr<jirn m->c»/m>^ row otfOHHi 

Cnr'lri 'i'- ,i '. rli!i':'ii!ii :«l 
Vidin": tillers, Vifteo wipes 
I & backdrops. Qreal for 
craafirw] professional 
hone movies. All you 
need. 

Onty£)2.00 

>EO STUFF 



iETTT 



EN&v 



VIP 12- 6. 



Amiqa 
Beqmnerc 



IF you've just purchased 
your Amioja you may be a 
brt boggled how to use it 
property. WeJI this Five disk 
set takes you step by slop 
trough evflry basic Ifini] 
tflkpe^v, 

raw 



I; I ABCi^5. BEfilNNER'S G UIDE 



flu fas 

WW I. i Iffll 



A lollactton of Arruoa card 
games includrtg: Pokier, 
Crape. Solitaire etc Great 
| I. .'. V- .=i the Isn-ilv 

Only £1 '0.00 



CRD 10-4. CARD GAMES 

Over 200 Workbench 2 or 
3 uliHiss-lools. indudng 
1eji[ editors, virus killers. 
disk tKSICHS. SPUnd i. 
(jriiptMC tools And IC;i* 
ryie.fe. 

Only £3.00 

TU3-1. 203 UTILITIES 

Klondike- the card oame 
•eatures unbelievable 256 
colour hi-res graomes. A 

dalla disk featmirtg 3lar Trek 
card dnnicjnM -, .il:;-:: 

ayailatM sep^retely 




p»-m* 



j 



Onfy €6.00 




KLD6-3, KLONDIKE AGA 

The compter* Aware naker 
kit An ni.irry Iq ^a BOOl lor 

producing protessiondl 
IOi*iiia*w"ni*. SbIbi:I Inrm 
various borders, tonta and 

layMA 

Only £3.00 
g™u i« c*jw. mm* v inf *»*ji pi^*- 

GAMP3-L AWARD MAKER+ 



The complete system 
analyser. Test your dmes. 
memory keyboard, 
mofcse, expansions and a i 
your custom chips etc . 



] ENK3- 1. ENGINEER'S KIT 



Hundreds of hign quality 
IFF samples, including 
drums, guitars, bass. 
| vocals and beats. Perfect 
■jjHH for Music X. Ued or any 
^lilff^ATin backer clone. 

Ota*/ £7-00 

SAM7-5. IFF SAMPLES 



■w 1 ■■■■■■■■ I ■« 
■ i 





Tlvsu&B/ids of useld tools, 
demos, games and 
grapnes. Imagine objects., 
and loads more 

OnJyTTg.SS 



J.CDPD IV. COLLECTION 




Over 1200 AAA pictures ol 
beeubfu> laoies Stunning 
imaoss in up bo 256 ootours. 
Complete with powerlul 
jxclure viewer 

QiryOJJSS 



^Please C4JOTE -Ov£R if nn^li OflXPnQ 

1 ADULT VISION CD 



17 BIT 

PHASE 4 



I The Co ROM fine tfidudes 
all of 17Bil£lafaBtime£, 
Hundreds ol demos. uDiites. 
I games etc All for an 
razyigpneao*|UBt... 
OirVffff.SS 



17 BIT PHASE 4 



i ARCfi4. ARCADE CLASSICS 

FsHum HMtm Ekam Hut I <H ww* f pjraun sow tmon. 
Jkstordrti im Qiluuns Rananbir In pood did 4tyt Iff IBir a*t HJB, 




An esserliai tool for 
inalalkng workbench on 
your new hard dis*. Easy 
to use eithBr on Ihe A600 
or A12U0 

Only £7 00 



nAHD7.1HABnniSKINSTAIJ.KR 




Organise your 
enle damrnent media wdh 
mis set of cataloguing 
tools Vdeo. CD and dwks 
are al catered 'or 



OnlyESOO 

G5.3.CATALOGERS 






HureJ'edi ot odour ctp loms. 

for use m 9my PBnl paulmge. 

Al» sizes from 8 up to <S. fl 
colours uptc32 ctfours. 
y«a[ Iflr vdao work or for 
j;,j;1 miKin^j demo*. 

Onty ii$.IX> 



CLF1S-8. COLOl 




A two disk collection o4 
professional looking 
hi Kturfis tor use in 
Lightwave. 

Only £S 00 



L LWT5-2. T Jf.H TWAVE TF.XT 1RKS 




A superb new interactive 
tutorial system for use 
with any version of 
Imagine. 

Only £4.00 



IBS4-2. 1M \GINF 111 DDV SYSTEM 




■muivmvm 



Another great puzzle 
game for eoutls. A p*it of 
the besl, n packet ol 
p«*nuts and a good game 
ol Caotretofd Squares. 
'What a irfar 

Only EB. 00 



Thousands of archrved 
toots. mckjding: patches, 
Dir tools, music, graphics, 
AGA lools. workbench 
(cols It'H tak4 yvSU nKnirns 
|o #m lhri«iugh Fhis loi 

Only £19-99 

CD ROM 



A range of Ode it tor use with 
PacKvttar. DDinns of 
subHKts including- People, 
Vtflicles, Animals . 
Cnmpulnrs Sp=ff (tc- etc. 

raw 



PAGESETTKRART 



Play Poker witti some ot 
the most lovely kadias in 
the world. Greet Fun far ell 
the Famiry. NOT! Includes 
superb graphics and 
digitised speech. 

Now Only tlQ.pa 

XE STRIP POKER 1 

Whulrni' you "H <t complsle 
C«ginner s\ Owss or a 
Chnmpmn JICHFSShss 
somslhinp for you Surwb 
graphics end speec* make 
1hs a great software line 

cwy r4.oo 



1 J1T4-L CHESS & TL1TOR * ^ 




An alterTiallve day al lhe 
butohwt, and mars not 
Frank ESulchsrs. Ths Bam» 
has moie Btocd 'n Guts m * 
than s luey Ooner Kebab 
dieai kirk. 

amyCi.OO 



". ZAT3-L ZOMBIE 2 AGA 



A collection ol great fun 
educational games for 
children aged 7+. Uefha. 
spekmg. speed, etc. ere all 
included in this excellent 
j compilation. 

Only £9.00 

] EDU9-4. EDUCATIONAL 




□ CTSo-1. CENTREFOLD SQUARES 



| Slop other people from 
KOHSlng your Floppy (K 

I hard disks, by putting, a 
cuslcmised password on 
you r disk. Also contains 
We encryption Fools. 

Onfy£W0C 

PSW 10-4, PASSWORD 



PASSWORD 



ENCRYPTOR 



Epic Marketing, First Floor Offices, Victoria Centre, 138-1 39 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 
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This month's well- 
tempered array of 
glittering pila wilt 
strike fear into the 
much prized marrow 
of our enemies. First 
to show is the Space 
Cohort of Reunion, 
its javelins poised at 
the tremble, eager 
to probe for legumi- 
nous flesh. To the 
poignant straws of 
Robinson's Requiem, 
march the quiverful 
greens of the 
Starlord, keen as as 
any rhizome, their 
stems entwine to 
form a living cord 
that leads towards 
our azimuth — The 
Wild Cup. For Best 
Winter Vegetable. 
mi 
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Playing Through the First Solar System 



ere is a quick reference guide 

which will help you continue 
to see beyond the first solar 
system of Reunion. You must remem- 
ber that there is no one way of doing 
this. Many approaches can be taken. 
However, here is one way: 

Choose Thomas Dempsey, Jack 
Benson. Elanor Brady and Michael 
James as your commanders. 

Go to the Research -De sign screen 



research computer When research has 
been completed, develop the satellite, 
Now go to the buy screen and buy 
some droids. 

Go to planet view and create three 
extra buildings (for living space 
build mofe if you need them later) and 
extra mines, and put as many droids 
as you can in them, When you get 
enough money, make a total of nine 
mines arid place nine droids in them 
(for maximum ore extraction), and 
build some extra derricks 

Now click on Planet Info and raise 
the tax to high. Buy four satellites, then 
launch one to Apollo and one onto 
any other planet. 

Go to the bar and ask the baf man 
for a drmk. Buy what he recommends 
and he will give you a message that 
you are not alone in the solar system. - 

When your satellites are destroyed, 
your developer will invent a satellite 
earner, proceed to develop it, and then 
huy two. 

Go to Ship Info and click on new 
group Name it if you like, then place 
the satellite carrier* in the group when 
they are produced and add the last 









E3EB 03. J4B3 




that was rsecujerecl fron a crashed 
al.T&n °5hrP. Our srTFntists cannot 
discauer it"* 5 f unctian so we 
thpuEhL thatj For' a modest feei 
lilju [_uuLd hiauE the aUien item. 



two satellites to the group. 

Click on the Cockpit icon and launch 
the ship and place satellites around 
some planets and their moons. You will 
find m time that some planets yield bet- 
ter ores than others. From now on, try 
to place as many satellites around as 
many worlds as possible You are 
looking for essentially: j 
Energon, Racnium and ^m 
Texon. Keep note of useful 
planets e.g. Penelope of 
Zeus by using the planet i 
database. Develop the miner s -^l 
station when invented. Proceed 
to develop the transfer ship. Buy one 
miner station and one transfer ship. 

Go to the Ship Info screen and make 
a new trade group, and place your 
transfer ship and miner station in the 
group. Fly to Apollo and place the 
miner station on it. by clicking on the 
deploy station icon. You may return 







here later to collect ores in trade a- 
transfer ships when you need them,« 
with all further off world mining. 

Proceed to develop the Command 
Centre/Colony. You will need to send 
your Developer to university to become 
more experienced in maths. To do this 
click on him, and then "Go to um 
■* versify?". Send him on the 
^ maths and physics course 
When your colony a 
. ready for production, fly tc 
any planets suitable for lit 
ing in your trade group, arte 
' place some colonies on therr 
when you can afford it (click the plact 
colony icon). You will need 100,000 
credits at least per colony. Try to makt 
star ports on them and aim for puttinc 
nine droids within nine mines on al 
mining colonies. 

When you have reasonably-sizec 
colonies on, say, two planets, fly to Jatfc 
when you discover it, in a transit 
ship/trade group. Here you will mee - 
some aliens. Proceed to develop t>* 
communicator immediately, ready fo 
any future contact. 

When the aliens communicate wi<fr 
you, offer to send your scientist tt 
them. When your scientist/develops 
returns, proceed to buy at least twotr 
the alien technology trade ships ant 
place these in your trade group. No» 
you can transport large quantities a 
ores. Get plenty of En ergon, Raeniu* 
and Tenon. 

When the aliens contact you agair 
buy the unknown item as it will becom* 
essential later! Develop it as soon * 
you can, it will turn out to be a hype* 
drive! When the message stating Ifw 



>■ 




the unknown item is a hyperdrive is quickly. If you do manage lo get some 
shown, develop it. You will need ships up. don't attack the Morgruls as 
Kflaatoo (bit of Day the Earth Stood Still you will be destroyed! 
there -- Andy.) or you will have to send The Morgruls will wipe out the aliens 
Thomas Dempsey on a Physics and and then head for you! Make sure the 
Electronics course. Now you can fly ships are ready and equipped. After the 
satellite carriers to the Phoenix system, attack, proceed to develop the twin 

On the aliens' third visit, offer to help laser gun. 
them fight the Morgruls who are plan- You will then he attacked a second 
ning to attack them. Say you have no time for which you will need 50 hunters 
weapons to fight with and say you will and plenty of twin lasers and lasers, 
help. You will be given Hunter and Laser After this attack, try to make up a 
technology to help them with. large army. You will need more tech - 

Proceed to build 10 hunters and ten nology to do this if you are to stand a 
lasers and place these m a new army chance against the Morgruls! You must 
group on the Ship Info screen. You will continue to explore new systems, find- 
not have enough time to help the aliens, ing the Morgrul home world is essen- 
as the Morgruls will attack them far too tiall Who knows what lies ahead? 



NOTES required, hire a better one. 

• If. at any time, your colonies ask 

for something, (like hospitals or food ANSWERS TO SPECIFIC 

resources), build it as soon as you can. QUESTIONS . 

The swine may become rebellious if you 

don r t! ! Q. Haw do i find the second whr 

9 You will need to return to New system/ 
Earth to collect tdrqu {like satellites and 
ores) and transfer items home. Assuming you have already met the 

• If you are short on money, try mak- Jaanosians in a transfer ship, you will be 
ing more buildings on colonies and raise able to reach the second solar system 
their taxes. Be careful not to make them On their second visit, the Jaanosians wili 
unhappy with unreasonable taxes, offer you an unknown item for 1 6000 
Remember this is not only a game of credits. Buy it from them When your 
exploration and strategy, but quite a bit developer becomes more educated 
of economics too! later in the game (after sending him S* 

• Remember that if your comman- to university) or you have the best / , 
ders are unable to provide the skills developer (Klaatno), you will dis- l 
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Vau anLy need one af this item 



cover that the item is a hyperdrive, 
After development of the hyperdrive, 
you will discover that the icon "SYSTEM 
2" will appear on the star map, 

Q. Wow do I find the third solar sys- 
tem? 

If you have already discovered the 

second solar system, go to the bar later 
m the game and look for a small brown 
furry creature. If you see him, ask the 
ba r tend e r who he i s . As k to spea k with 
him, and you will find that he is a spy. 
Pay him to find out where the 
Morgruls' home planet is. When he 
finds out. you will notice that the icon 
"SYSTEM 3 r will appear on the star 
map 

Q, How do t get my forces to other 

systems ? 

You will need a hyperdrive for your 
carriers, a destroyer for army groups, 

and a galleon for trade groups. 

Q. How do f attack alien ground 
forces? 

To do this you will need tanks, troop- 
ers and/or aircraft. Go to the group 
screen and put the weapons and ships 

etc. in the group you wish to attack 
with. Now click on the red arrow to the 
right of the table to flip from ships to 
ground forces. Add your tanks etc. and 
weapons to the- group. Now go to the 
cockpit icon, launch and then head for 
the planet you wish to attack, when 
you have arrived, go to the star map. 
First attack their fleet by clicking on the 
fleet icons (if they are not there, then 
their fleet is elsewhere or there isn't 
one!). After the battle has finished you 
will see an icon of a rifle. Click on this 
to commence the ground tattle. 

\ Q. How do I defend myself from 
J the Morgruls? 



Vou Will need technology other than 
your own. Yqu will have to visit the 
Jaanosians. Meeting the Kails is recom- 
mended and meeting the Phelonians is 
highly recommended. It is worth help- 
ing or making friends with each of 
these races, as they offer you the tech- 
nology you need to defeat the 
Morgruls. 

Q, How do I defeat the Morgruls? 

To survive the first attack, you will 
need- at least 10 hunters with lasers and 
any fighter character. 

To survive the second attack you will 
need at least 50 hunters with well 
equipped lasers and twin lasers and ide- 
ally a better fighter character. 

You will then have a breather where 
you will need to make an army of 
hunters, starfighters, destroyers, cruis- 
ers, tanks and troopers etc. You may at 
this point wish to attack Jade with your 
forces. However, this will not defeat the 
Morgruls away from the planet. Attack 
the Morgrul home pianet as soon as 
possible in the game with this force. 
Talk to the spy after the second Morgrul 
attack to fend out where they live. If you 
wait too long you'll be attacked a third 
time and suffer big losses. This will be 
increased if the Kails join forces with 
the Morgruls. 

To try and slow this process down, 
take a carrier with a tractor beam to 
Phoenix One. You will find a Morgrul 
pirate ship. Don't kill them! Tell them 
that the Kails are planning to attack 
them. This will slow down the Morgrul- 
Kall alliance. 

Q. How dot get Hunters and lasers? 

Fly in a transfer ship to Jade, ideally 
after nine months, Develop the com- 
municator as soon as possible {which 
will be as a direct result of meeting the 

Jaanosjans). On their third visit, offer to 
help them against the Morgruls. They 



will give you hunter and fighter tech- 
nology. 

0. How do i get starfighters? 

You must meet the Kails They will 
give you fighter technology in return 
for your support. 

Q. Wow do I get destroyers? 

Land on system 3, planet 2. moon 1 
You will find technology form Explorer 
1 for the destroyer and another item. 

Q. What is a galleon? How do I get it? 

A galleon is a ship which will get 
your groups of trade and transfer ships 
to other solar systems. You will invent 
one shortly after discovery of the sec- 
ond solar system. 

Q, How do ( get troapefsl 

Your developer, if skilled enough, 
will invent one- not long after the first 
Morgrul attack'. 

Q. How do I get bottle tanks? 

Meet the Phelonians by taking a 



trade or transfer ship group to system 
2, planet 5 as soon as your observatory 
discovers it. The Phelonians offer you 
100,000 credits for 10.000 tons of 
Encrgon. Say that you would like some 
thing more useful and they will offe* 
you a tank design. Accept this and ther 
you can make your own. 

0. When I invent a colony, why can't 
I fully develop itl 

You will need to send your existing 
developer to university on a physics and 
electronics course, or better still, hire 
the best developer (Klaatoo). 

Q. Wow do I get aircraft ? 

In the fourth solar system you will 
find the trans (planet 2). If you build an 
observatory in this System you Will find 
that the sun will super-nova shortly. TeH 
the Erans a rtd offer to help them evac- 
uate their planet. 

Later in the game, place some spy 
satellites around any alien occupied 
planets which you come across. You 
will find that these belong to a league 
of hostile aliens. When you get to know 
the two strongest races of the league, 
talk With the bar man. 

The Erans will help you as you have 
helped them in the past by giving you 
support in the bar (you may also be 
able to use their metamorphic ability!) 
Use them to get the Undorlings on your 
side, as these are about the most pow- 
erful and their absence wilt weaken the 
alliance. The Undorlings will give you 
aircraft technology to help you out 
when you join forces with them against 
the league. 

Q. How do I get cruisers? 

Visit the first planet of the seventh 

solar system. You will find psy-radar 
technology here. Develop and make 
one. You will then find a series of dis- 
guised alien technologies, Amongst 
your findings, you will discover the 
Syonians Talk to them and they will 
give you cruiser technology (for an 
important reason you will become 
aware of when speaking to them) and 
join you. 




n-Lil-e Cc^ana 



)IriL'£T£F, 



ETtE ^li I TLi»P£ff>TUf.£ • 239 



.Tnd 



t_i LIUU 1 RJ 

rtFtfXF VEia 
LEPITIUr V£5 

PFEriun 

TEHCn 



V&YlfM VO MOM ViL'}') 







3? 







frtte top 24 InfeffiatJonaf Teams and the best 96 Euro Club sides battle it out In 
Kick Off 3 European Challenge Bulla your side around the star men. ft is these 
key players who provide the skill and the style needed to win one of the 12 League 
and cup trophies, and maybe even the World Cup Itself! 
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^ uperb animation giving fast flawing soccer 
^i action. Bit-mapped International class 
pitches. 1500 dotal led sprites bring the game 
to life with referees, linesmen, trainers and 
much more. 





\ I early 1 MB of sound. Digitised crowd noise 
J samples and chants lets you soak up the 



big match atmosphere. 
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■ aster the moves and you'll master the game, 
IG Individual player actions at your fingertips. 
With powerful runs by the full backs, penetrating 
passes from the playmaker& and devastating wing 
play... this Is a game with blistering pace and 
instinctive appeal. 
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40 Set plays for dead hall situations, 

• Practfcca mod*, team talk and match fact*. 
■ Edit player names, Play alongside the top 

International stars. 

Save your b**t strikes and get ready for th* 

Golden Goals competitions. 

Skill Speed and ball control options help you 

progress to the very top. 

• Ea*e of control wfth 4 button Joypad {optional), 
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& Carting 
PREMIERSHIP 



T? he ffrst M*,000 Amiga copies and the first 10,000 PC copies of Kick Off 3 
J European Challenge come with a FREE FA Carling Premiership Pocket Annual 1994- 
95. Worth £3.99 with a complete Premiership club directory, season reviews, player 
records - this is a guide that no soccer fan should be without 1 . 
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WINNING: 

You can win a match by either scor- 
ing more goals than the opposing 
team, or by ktlling seven of t h t; oppos- 
ing players. II the match is ri draw, W^ kg 
there will he a penalty shoot-oui ^8 ,* ■ jjr&. 
This means th.it all the players will ^^^ should put him in an 

start «s in a kick-off, but without a ball attacking! role (funnily enough!) 
and the first player to till seven of the 
enemy players wins, (Any deaths here WEAPONS 

are not permanent you don't have There are a number of weapons avail- 
to resurrect anybody but earlier able in the game, hut some are more 



deaths count). effective than others 

4 Rapier Sword" An ineffective weapon-, 

HEALTH: 9S H has very limited uses and does very 

When you're playing League or Wild little damage. It is difficult to use. 

Cup games, your players will become because it requires you to be standing 

injured, or if you're unlucky, dead, still when it is operated which means 

(Players are healed/resurrected auto the enemy have to run into you 

matically and for free after a match • Broad Sword As above, but do*S 

when playing an unfriendly). more damage 



matically and for free after a match 
when playing an unfriendly). 



There are only two ways to regain • Shield; Not a weapon at all, but it can 



health for your players. 



be useful especially M the Opposing 



Let a player die and resurrect him team all have mortar guns. 



Substitute a player 



• dun: The BEST weapon, extremely 



When a player doesn't play for a effective. You can use It when running 
match he gains 20-30 energy points or when stationary, it has a long range, 
and it doesn't rosl anything. It is a and the bullets move faster than any- 
good idea to keep swapping your sub one can run. 

stitutes and players, and if you do this • Mortar Gun I ike the gun above, but 

you can play the entire gamp without il sometimes (ires bombs, and you have 

anyone dying, and therefore saving any no control over when the bombs are 

money Ordinarily S|>ont on resurrection, released. 1 would not advise buying this, 

as it is more likely to kill your own play- 



BUYING/SELLING 
PLAYERS: 



ers than the enemies. 

As with any weapons you can buy. 



and taking the ball from the body, This 
is more difficult than it sounds, as it 
takes more time to do, and so allows 
other players to get involved in the fra- 
cas which just makes things more 
difficult for yourself. 

formation- l would advise you to 
stick with the brutal formation as this 
is the easiest one to score with, and 
therefore to win with. When playing 
with this formation, arm the players 
numbered 7,8,9,10, and 1 1 with guns, 
and leave everyone else unarmed. This 
is the best set-up, because it gives you 
a very good attack and it leaves your 
defence and midfield free to get the 
ball {by sliding tackle), and to pass it to 
your attackers. 

SCORING 

There are four ways to store in this 
game, and they are as follows; 
{Unarmed players). Get lined up 
with the goal outside the penalty area, 
then run towards the goal. Kick the ball 
as hard as possihle towards the goal, 
and wait outside the six-yard box. 
— ^— — When the goalkeeper 
has just caught the 



ball, beat the hell out of him, then score 
in the open goal. 

• (Players with guns). This is the easi- 
est method of scoring. Get lined up 
with the goal outside the penalty area, 
and run at the goal Kick the ball at the 
goal from just outside the six-yard box. 
then stop and blast everything in front 
of you. (Don't worry about any of your 
own players in the way, but ma'ke sure 
you hit the 'keeper). Then just pick up 
the ball and score. 

% (Players with swords etc). There is no 
set way of scoring, but you should 
using the following steps. 

• Keep kicking the ball at the goal 

• Keep attacking the goalkeeper, 
because if he dies it's easy to score 

• Try to slide- tackle the 'keeper. 

• Basically, attack everyone and hope 
for a chance on goal. 

% (Using ball power-ups). Use any of 
these power-ups-to score CANNON 
BALL, FIRE BALL, and ROCKET BALL. 
Simply stand just inside the penalty 
box! kick the ball at goal, and use the 
power up. (With the ROCKET BALL, 
when the 'keeper jumps for it, you must 
try to tackle him when he lands). 



When you're playing League or Wild you can kill your own players so you 

Cup games, you have the option to buy must be careful, especially with guns, 

or sell players. When buying players, as they are devastating but inaccurate 
stkk to Rhinos, Apes, lizards and Bears, You should he very careful ah nut 

as these are the only breeds worth buy buying weapons, as they very often 

inq Put Rhinos and Lizards in defence, affect your game, Remember that it's 

Bears and Vikings in midfield, and Apes impossible to slide tackle when car- 

fn attack. If you have a full team CM rying some weapons, as your 

players), you can swap or exchange player will use the weapon car- 

with money one of your players for a ried This can affect your play, as 

new/better player. Hint Always buy Pull sliding is the mosl useful move in 

Staples ol Death ItK (costs around the game. Without slide- tackles, 

52,500,000! He is the hest player in the you can't lake Ihe hall from anoth- 

game (brutal for every stat), and you ei player without using your weapon 







Generally speaking, players should 

buy resources near the beginning of a 
market year (ie before rare resources 
sell out) and sell later on. It doesn't 
matter where you buy and sell, because 
the market is global. 
% Refrain from attacking powerful 
families until you are strong enough. 
Start by conquering the many small 
starlords in order to increase funds and 
resources 

■ Raids are a good way of increasing 
your funds. Make sure you have time to 
reach the target world before the slar- 
^v lord returns. 

\ You can force a star lord to return 
, J to his base world by raiding it. 



IT 



When you start moving up the star- 
lord hierarchy, do so steadily, placing 
your offspring in control of crossroad 
worlds to hamper the progress of 
your enemies. 
When you transfer con- 
trol of a conquered 
work! to one of your 
children, always 
provide them 

with enough 
resources to A- 
defend and supply their campaign. If 
you want them to stay put, provide 
them with gunships, but limit their 
funds. They are effectively now a gar- 
rison world, 




IN 






I Treat your 
family well . If you don't, they 
may well turn on you or turn a blind eye 
in your hour of need. 
Always leave your base world well 
defended. This will allow you to leave 
funds (relatively safely) m reserve, and 
therefore lessen the impact of defeat 
while away conquering worlds. 



^ If a more powerful starlord is en- 
route to destroy you at your base- 
world, you can postpone the inevitable 
by abandoning it or running away 
A Loyalty is built on trust. Vour allies 
enemies are your enemies. If you take 
the middle path and try to remain neu 
tral, you may come off the worse as loy 
altics shift. — ; 
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Q»stt« Caerphilly prepare for »n ftsnault 
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Jfledieval (j^ngland 1268 A.D. 

11 this lime of castles and conquests the throne shs empty, Serfs ;nv 
restless; rebellion is in the air. Die Lords of the Realm invite urn 
to join their ranks: 

Build your castles. Marshal your resources. 
Test your troops in siege unil battle, 

Ik-hold! Your hinds grow and ymt serfs prosper. \ our ;it inks swe.. 
your castles dot the hilltops. On bended knee, your knights swear 
eternal lealh. 

(go for the (£rown. 



Impressions 






.ssions Soltwrtre. Unil ?n 2, Chelsea Garden Market, Chelsea Harbour, Lois Road. London. SWIO OXE 



From the makers of that nice lemon, or indeed orange barley water, via the pen of the 
late, great Dan Defoe, to the tune by Simon and Garfunkel, we are proud to present Part 
One of our complete solution to the game which only features the word, ' 
title because those crazy French don't understand what it means. ^^ 
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Welcome to your new home! Your 
parachute has sot you down in the 
heart of a jungle, so gt?l your ■.'vits ahout 
you right now. You need tr> keep your 
eyes open all the limp for anything that 
could prove useful to you. You're going 
to need to stock-up on food, and kit 
yourself out with the tools of your sur- 
vival. Remember to constantly chuck 
your physiological condition using your 
Sesame computer. Always anticipate 
threats to your health rather than wait 
for the symptoms. Everything you need 
to stay alive on this planet is hero; it's 
|ust a matter of using your ingenuity 
and intuition. But remember, staying 
aliv-p is just the first stage in your hid to 
escape. Follow these guidelines and you 
stand a fighting chance... 

Begin by heading Eastwards, 
through the passage on the left, 
between the mountains. Tread careful 
ly and look for changes in the terrain, 
as there are steep drops and hanks 
which can lead to broken bones. Soon 
you will come across the wreckage of 
your spaceship, so take what is yours 
collect five wires from the debris, and 
collect the medicines from behind the 
ruin. This is essential your medicrtl kM 
will keep you alive. 

Mow return to the South; go towardi 
the East, until you come to a lake Near 
the lake you will encounter another 
Robinson Agent. You may he tempted 
to shake hands and enquire as to his 
health, but remember it's every man 
for himself on this planet and staying 
alive means dispensing with some of 
the niceties. He has possessions you 
need, so kill him and take the match- 
es, a gourd, the computer and the bat- 
tery. Pick up his knife, which has fallen 
^v to the ground. 

\ Now you have a knife, you can 



cut loose. Find yourself some food, but Now you must go into combat. The 

be careful! The pears on the tree near birds on this planet are not the twrtten 

the lake are not edible. Using the knife, mg sparrow type. You must fight the 

collect branches and leaves from the eagle and kill it. Now use the knife to 

trees. These are your building materi- collect meat and feathers from the 

als. You can make a hat, using the eagle. Recover the eggs and a large 

leaves and the needle in your kit bag bundle of feathers from the nest you 

Now get yourself a supply of water. You will need these later... 

can fill the gourd you took from your Now go back down the mountain 

fellow prisoner ■ just click on "USE" , and continue towards the North. At the 

then get sufficiently close to the lake, entrance to the road, prepare to meet a 

Click on the gourd and drag it near to friend who is not all he appears to be. 

the water and it will fill. Unfortunately. When you have killed him, look in the 

the lake is not full of French mouniam grass close hy for his Sesame computer, 

mineral water, so you would be advised If you find it. take it. Follow the narrow 

to disinfect it before drinking it, using pass towards the West, But watch out! 

a sterilisation tablet or by lighting a fire There is a tiger at the entrance to a road 

and boiling it ("USE" icon). and the tigers on this planet are a par- 

In the vicinity of the take, there are Utularly menacing creature They will 

three cauliflowers concealed in hidden attack without provocation and few 

recesses They are rather he avy so you weapons are effective against their 

would be wiser not to lug them around lethal lunge. Your best bet is to pass it 

with you Remember, the weight of the by crawling on your hands and knees 

bag you are carrying affects your level (click both right and left mouse but- 



of fatigue. 

It is best to eat them as 
and when you find them. 
Now return to the 
West, travelling as 
far as the end of 
the mountain. 

Recover the fol- 
lowing along the 
way, in the recess 
es of the mown- 
t,nn to the South, 
earthworms in a 
heap of earth, and to the 
r.::-il\ ,i cauliflower. 
Now take the road to 
the South; follow this i 
road and go up the , 
mountain On the left of ! 
the slope there is a 
cauliflower. 



tons}, bypassing it via the road which 
leads to the Norih, crawling all the 
while (ooof!), 

Having successful avoided imminent 
death, continue along the road right 



to the end towards the South, and 
collect some resin horn a tree. By 
using the resin and a branch, you can 
make a torch. Now continue along 
the road towards the North and turn 
left at the crossing. Swallow your fear 
and trepidation, light the torch and 
enter the cave. 



II All Baba's cave 

The caves are dark and dank, as all 
proper caves should be, and they ^it 
full of numerous mutant Ad Babas. A 
word of warning there may be hid- 
den precipices in the ground so tread 
carefully. In the main cave, recover a 
computer on the floor. A very long 
corridor to the North leads to a dead 
end. If you get this far then use your 
knife on the walls to scrape off salt- 
petre it will come in handy later. At 
this stage you would be wise to take 
some antibiotics. Remember, climate 
and environment effect your health, 
and there's nothing like a damp, cold 
cave to bring on a dose of flu Now 
take the Western exit towards the 
marshes. 
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III The Marshes - 

The marshes are one of the more 
unpleasant parts of the planet, and will 
begin to test your survival skills for real. 
Until now, you've just been getting 
yourself acclimatised. 

Beware! Do not go into the marsh- 
es at night, as a tyrannosaurus roams 
around and kills anything that moves. 
Numerous monsters may attack in the 
main clearing, four roads lead out to 
the West. 

The one furthest to the North leads 
to a tree with edible grapes. Check your 
energy levels it may be wise to eat 
and get some rest. The second road 
leads to a smaJI clearing where there are 
five melons hidden in tall grass. The 
third road leads to a Robinson. Be socia- 
ble — talk to him. and take the neck- 
lace he offers you. 

You may want to collect the fruit 
from the Yks'Ykd'Yk, in this clearing. It 
is a type of drug. Now, take the fourth 
road, which is the furthest to the South: 
it leads to a village. Watch out! Along 
this road r carnivorous plants p 
must be killed or avoided. If 
you are bitten by a carnivo- 
rous plant, you must act fast, 
as its bite is poisonous (see 
below for the mygale spiders 
in "Apache Canyon"), The 
necklace your fellow 
Robinson gave you has an 
important u^e, Put it around 
your neck, and you won't be 
attacked by the Horsewomen 



from the village. 

You may want to go and listen to 
the Headwoman of the village, right 
up in the North. Not far from her, 
you can find a stegosaurus, whose 
milk you can take, simply by validat- 
ing the gourd on the udders After 
collecting creepers with the knife (by 
clicking on the creepers), you can 
make a bow, by combining a bow 
and a creeper: 

Bow a branch + creeper: arrow = 
branch + feather: fishing rod = 
branch + creeper + safety pin + 
earthworm 

Now you should be getting used 
to the idea of using the environment 
to your own ends. Try experimenting 
— combining different elements and 
clicking on the Build icon. You can 
fish at any of the watering places, by 
selecting the "HOOK" icon in the USE 
action. Return to the mutant All Baba 
cave and pass through it in order to 
reach the jungle, 
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IV The tiger hunt 

You've still got to deal with the tiger, planet. However, a couple of leaves 

but at least now you have bows and could prove useful m times of extreme 

arrows. Crawl past it and once on the stress). 

other side, position yourself at a safe A little further on, there is another 

distance and shoot two arrows, tiger which must also be killed with two 

Watch out! At the first arrow, the arrows, but you 've got the hang of this 

tiger will start to attack so you must now, Recover the skin and mart and use 

get the second shot in quickly and the skins, thread and needle to make 

accurately or you'll be Kattomeat for some clothes : 

sure. Recover the skin and meat from clothes - skin + wire and needle 

the carcass of the tiger. Remember, 

animal furs and skins can be used to V Hot and cold 1 

make clothes. Enter the cave to the North and put on 

Flushed with your victory over the the maximum amount of clothes, with 
tiger, you should now begetting a feel the skins taking priority. This is the 
for how you re going to make it off coldest place in the game. Cross this 
this pJanet. Head back towards the cave from the South to the North. In 
wreck of the vessel. Directly North, the main cave you will encounter some 
lake a road towards the left. Climb the pteranodons. from this mam cave, go 
mountain and cross the bridge. Here towards the East where you will meet 
you may choose to pick some leaves another Robinson. Kill him and recov- 
from a "Marijuana'' plant right on the er his computer., a razor and a video 
edge of the cliff. (Don't get carried game, which cannot be used on this 
away though. You're not going to sit planet. Return to the main cave. Go 
around getting stoned and contem- to the North, leave the cave and enter 
plating the meaning of life on a prison a canyon. 
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Out of the frying pan and into the fire. 
Apache Canyon is hot. Fine if you're 
on a beach holiday, but a threat to 

your well being when you're trying to 
slay alive against the odds. Take off 
the clothes and put on the leaf hat as 
soon as possible because that sun is 
blistering. Check your water levels — 
you don't want to die of dehydration, 

The desert area of the 
canyon is inhabited by > 
mygale spiders, which fir 
have a poisonous bite, ff 
You can give yourself an ft 
injection of serum II 
before crossing this \l 
region. Try to kill them flk 
or avoid them. In case of ^. 
being bitten, immediately X 
apply the aspiro-venom to the 
wound, or an injection of serum. (The 
aspiro-venom will pump out the poi- 
son). Your aim is to cross the desert 
towards the West and enter the plain 
at the South-West where large "rab- 
bit-bisons" live. This is a bit of a game 
of target practice, since they tend to 
bounce around all over the place. 
However, if you can kill a few they are 
a ready supply of meat and skin. 

Watch out! At the end of this 
plain, there is a large, aggressive rab- 
bit-bison with its calf. A butt from a 
rabbit-bison causes fractures and can 
sometimes tead to temporary deaf- 
ness. There is a body of a Robinson in 
this dead end. 

Recover its computer. To the South 
there is a passage in the mountain; on 
the other side you meet a Robinson. 
Listen to him. Vou can collect three 
pumpkins at the very bottom of th»S 
canyon. Return to the desert either by 
continuing towards the East or by 
passing via the plain with the rabbit- 
bisons. By passing via the East, in a 
dead end towards the South, you can 



VI Apache Canyon 

treat yourself by eating Sc ha ma I ho 
meatballs. What a delicacy! 

Once in the desert area, take the 
road which rises up to the plateau 
towards the East. On this plateau, in a 
village, there live natives which you 
must fight. It's worth the effort because 
the natives have spears which will prove 
to be highly lethal projectiles and which 
can be used several times. To 
t the North of the village there 
i is a potato field. Take the 
^ largo gourd hanging in 
\ one of the huts and fill it 
I] up at one of the water- 
/ ing places. Nowcontin- 
/ ue directly South-West 
f from the village, along a 
ledge. You will encounter a 
pteranodon right to the end. 
Watch out ! He can easily pluck out 
one of your eyes! Here, recover the 
computer on the sacrificed Robinson. 
Return to the desert area. To the East 
there is a passage which leads to a cave. 
Enter this cave. 

VII A chill in the air ■ 

Don't take the first crossroads. Instead 
continue straight along the road. 
Cross through two caves inhabited by 
small tyrannosaurus rex. At the end 
of these two caves, take the road to 
the South, Here you arrive at a maze. 
In the maze of galleries there are var- 
ious dead ends, in one of them, you 
can recover a computer close to a 
body, In the other dead end, there is 
an area wrth a small pond. Take the 
tortoise and, after eating it, use its 
shell to make a helmet- 

A useful tip — collect salt from the 
walls. It is extremely useful in times of 
intense heat. Return to the main cave. 
Take the road which leads to the 
South-West and to the desert. 

Continued ne*? month f 



^ Been an Amiga owner for years? Then you'll love our fab new 

idea. Over the coming months, we're going to list cheats for over 
{T¥i^ 75 percent of all Amiga games ewer released! Just cut out this page, 
CJL A SS IC s tick it somewhere safe and in a few months' time you'll have the 
' I T I J W most comprehensive tips guide ever published. This month: most of 
.■ 11*5^ the letter W. 






AAARGH! 

At the it art of each screen you'll find 
various buildings. Blow fire over them, 
and then hit them. This will make them 
fall down a lot faster. When you burn 
or knock down a house, you get an 
egg To beat the other monsters in a 
fight for an egg, don't jump around 
and breathe fire, just hold your ground 
and punch forward. After three or four 
falls, your foe will stay down. Keep eat- 
ing, even if it doesn't show any increase 
on screen, your health will rocket 

ACTION FIGHTER 

Get on the high-score table, and type 
ZBACKOOOR for infinite lives. 

ADDAM'S FAMILY 

To get four free lives each time your 
game has ended, walk past the CON- 
TINUE DOOR to the left and there's a 
room where you can collect them! Go 
up immediately into the hall of rooms. 
walk left until you are under the door 



start) and simply type in (including 
spaces) one of the following: 

I CANT BE AR5ED TO PLAY THE FIRST 
LEVELS — sends you directly to deck 3 

ALIENS ARE FAGGOTS - makes the 
aliens quite weak. 

PUFFNUTS MODE — makes the 
aliens quite slow. 

IS IT TRUE THAT THE ALIENS SUP- 

PORT MAN UTD — makes the aliens 
very weak. 

PI**FD AS A FART - to play the game 
in drunken mode, 

PITBULLS ON THE LOOSE makes 
the aliens as dangerous as pitbull ter- 
riers. 

BEN JOHNSON TRAINED -* 

THESE ALIENS — makes the , 
aliens a bit faster. A 

THE IRAQIS MADE ^ 
THE WEAPONS ■ gives , 
you utterly abysmal 
weapons. 

SALMAN RUSHIE 
PLAYS ALIEN BREED - 
all the aliens flee in ter- 
ror. 

The best method of 
disposing of the end-of- 
level guardians is to stay at 
the very bottom of the screen and 





i*'. 



AFTER THE WAR - 

To give yourself infinite energy & time, press the fol- 
Y lowing three keys simultaneously or> level one: Alt. 1 
and B Holding down the Alt, 1 and M keys to 
advance on to the second level- 



^^™" ARMOUR-GEDDON 

When in the HQ, access the messages screen Move 
f the arrow so it points to the first letter of the mes- 
sage highlighted in yellow. Now hold down Escape 
and press the left mouse button. The message "YOU 
WOULDN'T LET IT LIE" should appear. This indicates that 
the cheat mode is active. You now have invincible craft and 
infinite supplies of fuel and firepower To turn the cheat mode 
off (you need to do this to complete the game), simply access the mes- 



and push up there you will find a 

massive amount of treasures, t-ups, 
and other goodies! 

AFTERBURNER 

Pause the game, then type THUN- 

DERBLADE Now try the following keys: 

< Go down a level 

> Go up a level 

G More Missiles 

T Less Missiles 

N Extra Lives 

AGONY 

Type FANTASY on the title screen, and 
then hit any one of the following keys 
during play to activate these cheats. 
F1 Puts a sword underneath your owl, 
F2 Puts a sword above your owl. 
F3 Increases the size of your bullets. 
Press F4 three times to gam an extra 
live. This cheat can be repeated often 
it> watch out you don't run Out of lives. 

ALIEN BREED 

Nv To activate the following cheats, log 

\on to the terminal on deck two 

I I (one screen south of where you 



torn, they won't harm you. 

ALIEN BREED SPECIAL 

EDITION 

Make your way to the third level with- 
out spending any money. Now log on 
to the first Intex computer you find. 
You should have about 6000 credits. 
Buy nothing, then log off. It is <mpor- 
tant that no fire doors have been 
closed. Now do a complete circuit of 
the level. If you log back on to the same 
Irrtex computer, you will find you have 
loads of money. 

Also, try entering any of the follow- 
ing: "THE ONE", "CVG", "CU AMIGA". 
"AMIGA FORCE", "AMIGA POWER", 
"AMIGA FORMAT". "AMIGA ACTION". 
"CHEATS "SEGA", "PETER". 

"ANDREAS", "BOBERG", "STETAN". 
"HAYDN DALTON", "MARTYN BROWN", 
"JUNIOR MACMILLAN", "DAVE BROAD - 
HURST", "RICO HOLMES". "ALISTAIR 
BRIMBLE". "WON THE POOLS", "BANK 
RAID". "KEY TO THE CITY", "MR VALE 
OR WHAT", "JUST CALL ME MOGGY". 
"WHY NOT CALL ME MOGGY AS WELL", 
"STEVIE WONDER", "KNACKERED JOY 



message LOOK AT THE SIZE OF THAT SAUSAGE!" should appear. The cheat 
mode will be de-activated 



STICK", "ALIENS LIKE 


MICHAEL 


09 THTHJJRSNN 




BOLTON", "JANUARY SALE NOW ON", 


10: MLFNDBTFLL 




"ALIENS ARE BENDERS". "ST EMULA- 


11: BTTMNDHRCH 




TOR", "PC EMULATOR", "1 JUST LOVE 






THAT TEAM 17 SOFTWARE", 


'SALMAN 


ANARCHY 




RUSHDIE PLAYS ALIEN BREED", " 


The level codes are: 540O r 0101, 


3901 


IRAQIS MADE THE WEAPON! 


i", "ELVIS 


2602, 9902, 4303, 9003. 6904, 


330S 


MODE", "ST USERS". 




9305. 3406, 0407. 6407, 2008, 


7408 


And the Level codes are: {log on to a 


4709, 3810, 0511,6811. 32>2, 


0213 


computer then enter them) 




8213, 5014, 1015, 8215, 5116, 


0117 


2. XXDFA 




7017, 5518, 2819, 9919, 7320, 


2521 


3. RTHAA 




0622, 3722, 1223, 4523. 4124, 


1825 


4. LAEEA 




1926, 972S, 5927, 052S 




5. UYTTA 








6. PPEAB 




ANOTHER WORLD 

Some more level codes: 




AMNIOS 




Level 1 : EDJI 




Level codes: 




Level 2: HICI 




02: FRDSN5MNGR 




Level 3: FLLD 




03: PLFRMNLQSN 




Level 4: EDIL 




04: LSNBRGNSLQ 




Level 5: FADK 




05: LKMCTKSCDF 




Level 6: LDCI 




06: STGNLMRCHL 




Level 7: ICAH 




07: RCHLMCLTHS 




Level 8: LDIJ 




08: THBSTSTFTT 




Level 9: LALD 





Level 10: KJIA 
Level 1 1 : LFEK 
Level 12: FLAK 
Level 13; IAEA 
Level 14: FIEl 
Level 15;GABK 
Level 1 6: KCGB 

APIDYA 

Type in the following codes gn the title 

screen, then press return: 

Level 2: MISSHONEYBEE 

Level 3: DEPUTYOFLOVE 

Level 4: H AST AL AVI ST A 

Level S: SNEAKPREVIEW 

APPRENTICE 

Press TAB after the first title screen, 
then you can use all of these level pass- 
words: WIZARD, SPELLS, ARCANE, 
DRUID, FAERIE 

ARCHIPELAGOS 

When asked to select an Archipelagos, 

choose 8421 and press ENTER twice. 
Now you tan select any island from 1 

to 9999, 



:1:Kf:1 ;[■:!■] 



Start the game as usual. Whilst playing, 
you can access the cheat mode by 

doing the following: pause the game 
with the Space 8ar, then type 'DSIMAG- 
IC and press Space to un-pause the 
game. A yellow capsule. DS', will fall 

so catch it, The following keys will 
now make the following capsules fall at 
any time: 

G: Break {Opens the gates and awards 
bonus points) 
C Catch (Holds the ball) 
D: Disruption {Splits into 3 balls) 
E: Expand (Makes the bat larger) 
L: Laser {Gives you a laser, activated 
with the mouse button) 
P: Extra Player 
S: Slow (Slows the ball down) 

In addition, pressing F will send you 
to the last level to fight DOH. Be sure 
to give yourself lots of lives first. You 
can skip any level by using ENTER on 
the keypad. 

ARKANOID II s REVENGE 
OF DOH 

On the high score screen, type 'DEBBIE 
5' for unlimited lives. 

when you die, wait until the title 
screen appears. Press CAPS LOCK, then 
type DALEY-88', You will then contin- 
ue on the same lev? I you died on, 

On the title page, type ROBOCOP- 
PETER J for continuous mode. 

When you die, wait until the title 
screen appears. Press CAPS LOCK, then 
type 'MAGENTA'. Now when playing, 
hit J S' to skip levels. 

Lastly, try typing petejohnson- 
wantscheat on the title screen. Now, 
pressing S in-game will open the exits. 

ARKANOID 3 

When the pink loading screen appears. 

hold down taps Lock and type IMAG- 
INE. When the opening sequence plays. 
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A.P.B. 

Type ALF into the high-score table for infinite demerits. If you press the fire and to get infinite money and fuel, 

button and push forward on your joystick while the musac is playing, you can complete the first attack level. When 

start playing the game on any of the 1 6 levels ! the shields or weapons screen appears. 



type PETEJOHNSONWANTSCHEAT. ATOMIC ROBO KID screen, and place it in the shields box. 

Now, when you press S, both exits will While on the title screen type in IUES- Now press the joystick button while 
open, and you can go on to the next DAY 14TH, including the space, and hitting the + key on the keypad. The 



Level 90 SOUP 
Level 100 SULPHATE 

And the codes for the different sec- 
tions: 
10: acid 
20: arrow 
30: emission 
40: lava 
SO: cave 
60: elixir 
70: bone 
80: wood 

ATOJUIX 

Preis Ihe Help key, and type in TIME to 
freeze the clock, or just type TIME on 
the start screen. 

AWESOME 

Hold down the plus {+) key on the key- 
pad and press Fire. During play the F1 
key disables enemies, F6 replenishes 
energy and keys 1-10 give you different 
weapons. To become indestructible, 
and to get infinite money and fuel, 
complete the first attack level. When 
the shields or weapons screen appears, 
move the cursor to the top left of the 
screen, and place it «n the shields box 
Now press the joystick button while 



screen without finishing it. 



when you press fire to start the game screen will flash, indicating that the 



Or, type DALEY88 instead at the pink you'll see an options screen tha.t will cheat mode has been activated Now 



screen, and you can now restart at the enable you to obtain infinite lives 
level you last died on! 

While still on the title screen type in ATOMINO 

TUESDAY 1 4TH. When you press fire to Level Codes: 

start the game you will be presented Level 10 IDYLL 

with an options screen that will allow Level 20 TAURUS 

you to obtain infinite lives, etc. Level 30 NEPTUNE 

Level 40 PHOTON 

ARMY MOVE Level 50 PLANKTON 

Type KAKENBROADHURST on the title Level 60 INFERNAL 

screen to get infinite energy. On level Level 70 FOSSIL 

one hold down the ALT key, 1 and D for Level SO POISON 
invincibility. On level two hold down 
the ALT key, 1 and J to become ^ " 

invincible. The code for part two ! 

is 101065, 

ASSASSIN 

On the brag screen, try 
typing in any of the fol- 
lowing: ASSASSIN, ■ 
SUPERFROG. PROJECT X, 
ALIEN BREED, THE ONE 
AND ONLY, PSION IC 
CREW. 

Type m MIDAN on the 
high score screen, and you'll "^ 
see the message "You are a Fat '_' 

Little Git". This cheat enables you 
to restart the game on whichever level 
you died. 



ASTRO MARINE CORP 

Press the F6 key, and type in any of the 

following level codes: 

Zone 2: NOSTROMO 

Zone 4: DISCOVERY 

Zone 6: ENTERPRISE 

Zone S: DAGOBAH 

Zone 10: REPLICANT 

Zone 1Z: KRULL 

Zone 14: METROPOLIS 



le lives. transfer all the energy to the weapons. 

Shields can still be drained by sustain- 
ing hits and colliding with objects, but 
once it reaches zero, the ship cannot be 
destroyed To win. simply head for the 
last planet. Once you enter the space- 
port, there will be a short animation 
showing your ship leaving the galaxy. 

AXEL'S MAGIC HAMMER 

Fress the function keys in reverse 
order {F10-F1J. now press a number 
during play to skip to that level. (<*) 

ARMALVTE 

Pause the game, type DELTA 3 . then un-pause 
Your craft is now invincible. 



S> .43 



AQUAVENTURA 

On the options screen, hold down CTRL & 
F10. then press fire to start, You an now 
skip levels by pressing L, and skip to the tun- 
nel section by pressing T, 











,^H 




It's an age-old agreement; you tip J em, we— er r flip J em. No, I know tkat that 
doesn't make any sense, but I was trying to inject some enthusiasm into this 
intro. Ok well. Never mind. 
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JAMES POND 3 

Millennium 

I'd like to extend my thanks to the var- 
ious folks who've sent in this cheat for 
the 'rather large' platformer from those 
clever Millennium chaps. By typing in 
NIGHTMARE at any time during the 
game, and then pressing F10, you can 
access a eheal menu, Just press escape 
to return to the game 

CH. MAN. ITALIA 

Inteiek 

Nathan Khan from Bradford was com- 
pelled to send me about sixteen feet of 
computer print-out to prove the point 
that he's found a flaw in the demo we 
gave away as a coverdisk a good few 
months back, Apparently, if you buy a 
decent centre forward, such as 
Cantona, and then back him up with 
three decent centre backs plus a quali- 
ty Mid/Att centre, you can get superb 
results by using the following formula: 

Example 

1 : Cv: GK means shirt number one, a 
goalkeeper, in the net 

{F) = Pushing forward 

(B) = Pushing back 

Formation 
l:G :GK 

2: Mid/Att CSupp 
3: Def C: Def C (F) 
4: Def C: Def C (F) 
5: Def C: Anc 
6:MidC:;MidC(F) 
7 Att L: Att L (B> 
B: Mid C: Mid C (.F> 
9: Att C: Att C CF) 
10: Att C: AttC(F) 
1 1 : Att. R: Att R (6) 

GLOBDULE 

Psygnosis 

Thanks to Susan Stevens from Charlton 
for these superduper codes, 

HFCNASAKEZDV 

UDDCASNZEZDV 

TtPPASNQEZQZ 

SHPWASBNEZEP 

UAQNNTOGEZDR 

EZPSASBREZRX 

"V WHQQASSBEZUJ 

\ WQBA5SSEZVP 

I SKCUNVNNSBDft 



FGCONWNHFCDR 
VGPHOMAASSDR 
GOEBOQBUSWDR 
RYQGOYNZGEDR 

BUMP W BURN 

Grandslam 

Thanks to Peter Hobbs for this little 
sweetmeat on the Grandslam race- 
about. On start up, exit the options 
screen and when the Burning Rubber 
logo appears, type in ZXR75GR. You 
need to do this quickly or it won't work, 
but once it does (which you'll know 
because the screen should flash when 
you put the code in) you'll receive 
£9999 after your first race. Supoib! 



MR BLOBBY 

Millennium 




pressing all the buttons on the key- 
board one by one, apart from Esc. 
Thanks to Laurence Ufot of Peckharn 

for this particular love, 

TRAPS 'N' 
TREASURES 

Krisalis 

Welcome to the world of Alex Simms 
from Sunderland, who wins himself a 
wad of software for sending in a great 
plop of tips and cheats; kicking off with 
some level codes for this hearty little 
platformy treat. 

The Thread Needle Lagoons - 
0000000 

The Skull Grotto- 52011413 

The Temple 3 1245300 

The Fortress- 15204524 



QUIK 

More codes from the Alexmeister. 
Level 2 5ILIRONE 
Level 3 - FUNETQC 
Level 4 - URODE COLE 
Cheat - SUCOLOKU 



Vulcan 

And more... 
The Sanctuary - lopfgw 
The Chapel - uhgwil 
The Tower ■ a b heft 



I've been having a bit of a fiddle with 
this fat chum, so here are but a tweeny 
segment of the codes I found Enjoy. 
EMEA 



BRIAN THE LION 

Psygnosis 

While playing Psygnosis' little platform 
romp, you might be interested to know 
that nine of "all the power-ups are avail- 
able by pausing the game and then 



KID CHAOS 

Ocean 

And more... 

Level 1 -CBBDCBABKAK 

Level 1 - MHCNBBKBAL 

Level 3 - DRFDQBLLKKC 

Level 4 - OOCTLBBLKKN 

Each of these gives you ten lives, and 
a decent score when you start each 
level (nice playing Alex!) 

LEVEL BOSSES 

Boss 1 - Don't bother collecting the 
time capsules, because more often than 
not they take time away. Concentrate 
on the shields, extra balls and laser 
guns if you can, 

Boss 2. - Shoot all the failing barrels 



and as many rocks as possible for 
power-ups. Again, don't bother with 
the extra time capsules unless you're 
feeling lucky. 

Ban 3 - Be very careful on this one 
because of the ducks, but try to move 
along under the bears as you shoot- 
them to collect the power-ups. Don't 
aim for the bears on the top row, as 
you'll just kill the ducks; and the bears, 
when left, will move from the top to 
the bottom row anyway. 

floss 4 ■ Same as before here, just 
watch out for the electricity. Collect as 
many shields as possible, and when you 
only have one space invader to kill, jus I. 
stand still and let him come to you (an 
old tip, that one! Matt), 

floss 5 - This is the final boss so col- 
lect as many of the power-up as you 
can, apart from the time capsules. 
When the blocks start to crumble and 
the little bits fall off, go onto another 
block just in ease the rubble hits you — 
but always go back and finish off the 
blocks. If the seagulls fly over from the 
right, move over to the right as well so 
that they don't get in your way. 

Use auto-fire for all the bosses if you 
can, and look out for extra lives - the 
first ones have about eleven on offer. 



CYBERPUNKS 

Core Design 

And yet more... 

Whilst playing, hold down ft, G, B, the 
left mouse button and the fire button 
The screen should flash, and by now 
pressing F1 to F5 you should be able to 
jump missions, while 1 to 4 selects 
which deck you want Pressing A gives 
you a sentry., S awards a party shield, 
D gives you a droid, and Z, X, and C give 
you different weapons, Left shift gives 
you a smart bomb, 

SIERRA SOCCER 

Sierra 

And finally.,. 

Choose a friendly match, and wher 
picking your teams, press 'X' on th« 
keyboard. The screen will flash anc 
you'll be playing on a blue pitch which 
makes the ball extra bouncy. And that 
my friends, concludes the Alex Simrre 
column for this month! Cheers male* 



njh PD •as 

,. -?£.-„ .. . ia^ Wiaaa^apadaiat *»«•». ^.r 



E^£^^* ™ Ttwm naif 



Ptpt AD, 12 Met*™ Mwt 

k,., f.'..-Vl. I .«■> SS '. ] Ai. 

Tri'Klx (TO1 J4*?»S 

0585 3487*6 



CAMUS 

Dull oT Ae Frii|iiir, 

Nemesis 

Gorf 

Steward Enquiry 
kmahr*a,H 
Di fa* h 

l!U L Hjvsii j 
DM 

Hu(ii|Nrtra(l(3) 
Vin^r [imr 
l.i -.1 ... 
AiilnnwDJiei 
SathaH3 

Willy W<MU(i) 
IlK FnaElH IJ I 

An WmCj 

Lei [Jmuli Himjnvn 

S:. l!u, : 

Taskfm* 

T4li«*snl2l 

MooHSUt (IWK IJI 

yinlti ii Spare, 
Driving Hijii^i^ 
taw Oat* t.'S A 

(i^-i^.lVluir 
WihSlrWiin '.'■. 



TV. 
II ;- 

T*M4 _ _ 
E»WI*TK ^ 

F™< " 

iwMa 

JUndnfef. 
Br 




V; ;*-. _ 



WSK PRICES 

i-J Dami i ■ OD p« U 

* I* Ehlu «^ DH dlU 

* I* Baab flip per at* 
i -a*Dn«jTOr.perdni. 

"*-l>i*»aniiaar* 
*std ^Bp p^ortar 
'jmmf —i rwkaaina 

tUMHiAMKS 
Trx* or Tick 
Cton-k Cm |2 1 
F-ilaairm 

ended 
.__ ajua 

Eixmi' 

Ha A[iA Heilli* 
AtiA Mexican 7 
AfiATconi 
ac;a Ki,™i,k, ,j, 
*ci* Kkmdik. .1 (4) 
awn 

Cjnt-. lur K fcwlikr <* i 
Mniwi'li Jnvfedm 2 i:£> 
MaaFighleT 

mo slides 

.UiAHurTin 
Junc-k Jk>* 
GIF ueainm ■: 141 
IttvheCilri 
T-^iiLhnipcfJ: 
Uiili AOA 

QIFBeiubJul*! 
RpSjS|Kiph»;l(lJi 
■%tlA VfcmHSlidfiM) 






liberation £26*24 

Gwahip 2000 £23. £0 

&fc*Off3 £22.4S> 

foanshmm . £22,49 

Fw & mc* Utf WWt» to; 

3Hilhidm€ton 

Upp%r Arnoti Staafer 

.w Phonm: 0869 $24472 



BAK 

Distributor. 

k! 'J. :h 



... SVLL THE BEST 



.-£19-99 



COMPUTER-A-RACE* 
THE FINAL EDITION 

COMPUTE- A- HAGE+ 0*ers 
jnnvarflR^l accuracy and iinhnwifT 

i Amiga only) 



WHAT DOES IT DO? 

COMPUTE A RACEf is a Hon* Rurtj 
PrMtCtiOil Program thai can I 

select bets, calculate return i 



(SIT COMPLICATED TO USE? 
Mo. Features an ease of us* 
inputing a race will be second 



1*1 



WHEN SHOULD I OHDER? 

Now. Railing lor profits IS rjetwiej toy *>i 



Cheques P.O. payable to 
HANDISOFT (Mail Order ONLY) 

Handisotl. 37 Hearsall Lane, 
Spon End, Coventry. CVS 6HF 
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FREE FREE 

GAMES CHEAT* 1.4 EMULATOR 
0*1 ALL NEW ORDERS 



FREE FREE 




POST a PACK 



ARCADE GAMES 

12;hiaoiijd:< 

ZBJaORK ATTACK 
Z 793 5TARW0IDS (20) 

'IMS ANT WAR 120} 
' ; $44 AIR. WARRIORS 
Z Hi CRAVE TANK'S 
""WAaAQtQUN 

KtiMlSSKHHX 
D MSfflEtMSPT.1 
D 553VKTEH 
Zl 3321EALANCE.SUB 
, 7>D PTHAMIPS |2D| 
Zl v£ DrhO WARROBS 
1 t» TIMS Rt-MNER 
'HSTRJW.PLA.NT 
' TOSOBUTERATQB 
: 04*21 P.D. GAMES 
IJ4J9 JAMBS AKX 
PLA TFORM SA ME S 
! E92 DANGER MOUSE 
' «4 ICE RUNNER 

J73 KE lLOG LXffiEii 
. W[)OCT0R STRANGE 
. S+sfBUIT SALAD 
T1S5UPE.S BLWE .^ID 
B4D*M*)TIM: 
. 223 &000T 
J711WAU.™MIJ&(20"I 
D HKJ SUP-hMLAXO (2D) 
■ : m ELEVATOR 2 

HI COOKIE 
BOULOtfl - DASH 
1 . XJ1 HAUKTEQ MINE 

JM-lATMlKlEi 
Z 121 MARATHON MINE 
TETftiS ■ COLUMNS 
Zl 47Z GAME SOr TETBIS 

I 233 DOCOR MARIO 
i ; JW KlACK TRlS 
171 117 TWIN TRIi 
i26ME6A«L0)t 



p.p. versions 

ZSlSLtMWlKtP'ACT 

OMSMASh'V 
j;SRi)BM0P2 

7. 023 WCK DANGEROUS 
4?I£*D*VAH! 

' T17 URIQIUM 
2S9 LCD POPilfE 

□ 025 HUNTEB 

CK4ELF 

iMOLEMMlW ARCADE 
B1*AP10 V 4N0AGA 

[ 02* "AMH FIST NOACiA 

' OJTtHUCKftOCKNOAGA 

DRIVING GAMti 

I Rl 1 RACING MANIAC 

ISB2 MOOSE MOrt 

449 ROAD TO HELL 

4JB SKID MASKS 

. TBAUTKJMDilLES 

Z JUBATTiEtARSJ 
61 ■■"•;..- OCT Al* 2 

PUJ9 GAMES 
!ffl WOBLP DARTS 
8*5 EMBRUFT MACHINE 
SIR FIN BALL 

;22F*grTMAjtHiN£ 
JM SOLI^IFS 
■310 POKER ARCADE 
EW CARDS CASINO 
BSHSOULETTTi 
Mt tHESi GAMES 
B4i BATTL£S**S 2 
SPORTS GAMES 
_ W FVTURJ FOOTBALL 
' K2 AMOS CRICKET 2 

OS? HTPERBaLl 
] t» TEN PIN BM.ING 
bBfcSPOPJCWUENGE 
LZ 73* BILLIARDS 

36f.fflL £ IRHaLf(2fl) 



HINTS « CHEATS 
81 j PASSWORD E/A% A 

_ BU&AMETAWSRV4.5 
B20 MEGA CHE ATS V3 

' MlTfAJllC CHEATS 

□ ~f.' 3fl SOLUTIONS 

.mw solutions 

MAHAGEft GAMES 

' 2SSmUCKING2[2D) 

413 SLAW BAL. 

RI'slOODBALL 

I"! 31CT0PTHSLEAGUE 

' ! 82* DAT AT PACES 

_ '%G P MANAGER 

321 AlBFfflT 
Z 4WMfTRA 
Si3 S?!5DWAT 
H8USA *4 
3;2 MICRO MARKET 
BW^CflMULAONE 
BOARD GAMES 
: 015 ANIMATED WAR 
! 431 SCRABBLE 
032 MONOPOL* 
;47 CHESS 
. 544 BACKGAMMON 
S14EXEL-ATOM5 
79SREK 
' WJSlAGSTQRiCH 
BRAtN GAMES 
BIBARAZ4MAX 
JSOCUB-S-RUBIX 
! . 374CA5TIEKJMCWA - 
I 442 RIVERS 2 
S3J COGNITION 
Il6TC*POPOUIE 
883 DOT 1 J 
ZMUHWGQH Tilts 
□ SWOThEll-D 
. . 317LEXHSJ 
! 'I2DRAGOWSCAVEH 
W Qyu MASTER 



AUQOAGA ONLY 

m MA5CKJSRAE* (2D) 

S03 ASA TETRIS 
' m TO THE DEATH 

Hi MAD FIGHTERS 

SKIND.ESHOFIAS! 
Z BJT KLONDIKE 2 (30) 
Z 74TZOM6BJ5AF2 

7H6 CTBERTER 00) 
AOVENTURE GAMES 
Z IIEtTARTRlKIJOi 
"523 STARVE* 2 I3D) 
. ill THE HOLT CilWlL 

-54,'RASETITAHK 

Bi5Ri.lCS(4D| 

B2S KNIGHTS 

297 \it G-BDuPS !2D; 
I 395STAPBA5EUOT 

H3 THE SUBVWOB 
OVf If IS GAMES 

16- TEBROR UNER 1 

7l2TEBP,OBL'Nlfl2 
CLASSIC GAMES 

Hi SPACE INd'AEiR 

TJSO^RlANDEBS 

m missile command 

BMAKQU1-PONG 

M3 MEGABALL 1 
4iqMEGAEJALL2 
SS9Mf6AaALLJ 
<X>} BATTLE PONG 
iilRrBOUNDER 
J05WATNE1WCHLC 
SPACE BLASTERS 
fl9BLAS - R!fUGE 
596 5PRF INVAKBS 
:li IN-TACT5 
. 031 06HVI0N 
343 CYBERNETICS 
TO 1 CALAiASE.UX! 
Sl^rA^RA'nS 
5*SCAfFE>tFREE 



H 



DISKS COST E12S EACH, NO MINIMUM ORDER. ALL VIRUS F«f AND USE* fMENDLY 
Alt GamtS J« on 1 disk and run on all Afnigaf unless Otherwise stated. 
PICK AN EXTHA DISK FOR FREE WITH EVERY EIGHT DISKS YOU PURCHASE 



UNDERGROUND P.O., 54 CARMANLA CLOSE. SHOEBURVtJESS. ESSEX SSJ 9VZ. Tel: 0702 295887 



N4**: Til*iJhone:.. 

Mdresi •• ■ 

PqstcadE: . .. . 



3 

. J 



ADVERTISERS INDEX 



Intermediates 

Gremlin - 

Ocean 

Virgin - 

Software Firsi 

Micrpru-se . 

Premier Mail Order ..... 

Renegade 

Future Soft • • • • ' ■ * ■ * "■ " 



Tnsdie pront Cover and 3 

.11 

15. 17.29,35,49 

.... .18,67 

, 21 

25 

. .38 

43 



Tore 



.52 



riLis stop ■ 

I ini i ley I mding 5^ 



Maxis 

Core Design 

ESI 5 

Virgin . . . . . 

Kixx 

Assykim - - , 
Epic ...... 

Anco ...... 



.37 

61 

<i3 

67 

71 

73 

.76 & 77 
81 



Impressions 
NJH 



Hand i soft 



Capri 

Llda Soil ........ 

Wizard Games 

I ust Arnica Repairs 

BAK 



.83 
.89 

.89 



.89 
.89 
.90 
.90 



Fl Licenceware 

PD Underground 

Easy PD 



.90 
.90 
.90 



-I 



iZi 



As always, the gates to Matt The Medic's 
surgery are bestrewn with lepers and peas- 
ants with bad colds. Never mind, here comes 
the man himself to brush them aside. NEXT! 



Dear Matt 

Please can you tell me where to find the 
car keys in the weird adventure Dark 
Seed! I've had a fair wander about, and 
now it's starting to cheese me off in a 
major way! 

Scot t Tremont 
Dorset 

No, I can't tell you where the keys are. 
but ha vc you tried using the microfiche 
in the microfiche reader? Ahal That's 
where you're going wrong. 

Dear Doctor, 

I've written to you in the hope that you 
can help me with Monkey tsfand 1 . I've 
got three bananas, but can't find the 

two more I need even though I've 
looked everywhere on the island. Can 
you help? 

Martin Slater, 
Orpington 

Well I've got a (overly bunch of 
coconuts, but I don't imagine that helps 
you much, so. . . The first banana oppor- 
tunity is when you get to the island, 
and then after pushing the rock off the 
cliff you can go back to the bench and 
collect some more. The next mention of 
bananas in the solution is when you 
take them from the fruit bowl in the vil- 
lage. This should give you enough to 
get the monkey to follow you. And, 
er .. that's it 

Dear Matt The Medic, 
Help me please' hawing played Indiana 
/ones: Fate of Atlantis for some while 
and have reached <a crttij point. Crisis 
l Elementary I know, but how do I get 
the Sun stone from Monsieur Trottior on 
the team path? I can't make my ghost 
outfit scary enough Crisis 2. Again in 
Crete, this time on the fists path, I can't 
locate the Worlds tone to get into the 
labyrinth, I've lined the transit up with 
the Bull's head and tail, but I still can't 
find the disc. 

Chris Briggs 
Blackpool 

Okey-dokey. Crisis J. When you 
approach Trottier and get him to agree 
fo see Sophia, don't tell him fo come 



and see the greatest snow or that she 
wants fo trade wisdom, just get him up 
to the hotel room. Tel! Sophia to keep 
him busy while you open the cabinet 
under the mirror and get the flashlight. 
Get the bedsheet, and then open tha 
fuse box, pulling the circuit breaker. 
Once the lights are out, use the bed 
sheet, then the flashlight, and finally 
the mask (which you should have col- 
lected in Algiers). Trottier will pap his 
pants and run away, leaving you the 
Sunstone. 

Crisis 2: i hope you mean the 
Moonstone, because the Worlds I one 
doesn't actually belong in this location 
anyway! So-, on the excavation site 
you need to uncover several piles of 
stones (by pushing them) to reveal two 
statues. Once you've found the mural 
in one of the buildings you can use the 
Surveyors instruments, found on the 
ndqe overlooking the dig, on each of 
the statute*, each time aligning the cross 
hairs with one of the large horns When 
you've correctly sighted them, a dotted 
line wilt extend from the transit, farm- 
ing an X' on the ground. Use the ship 
rib to dig at this spot and, hey nonny, 
you've got yourself a Moonstone. 

Dsar Matt The Medic M.D 
I don't know <f I'm having my leg 
pulled, but I've been told thai once you 
reach Elite status in Frontier, you can 
get a massive ship called a Mirage Can 
you tell me if this really eaists please. 

Paul Mffn; I 
Winchester 

I've had a number of letters thrown my 
way about this 'Mirage' thingy. and i 
can announce with a reasonable degree 
of Confidence that tt does exist To find 
it you need to not only be title, but . faa 
to have an Empire rating of 'Prince' as 
well as possess a user ident from the 
managing director of the Sims 
Corporation. You also need tonnes and 
ton r res of military fuel. J ravel to the 
outer edge of the universe (a bit vague 
I know, but that's all I've got), and once 
you've found the Mirage an Empire 
flagship will arrive after a while and say 
"The Big Man requires a Mercenary for 
a right hand man. That's you. " Thai t\. 



MATT'S SHOW-* 



ite wisdom, and yet you 
•Ip a fella out! 



is beca 
h displays of j 
jse to be in my gang. Come 



MEDICATION REQUIRED 



i Montgomery would like to know how to get ; ?ale 

r facing him as he enters Watchtower in PERIHELION. Anything 
vith the Network's files? 

n Jenvey from Bangor is not only stuck at the difi 
ons in CURSE OF also wants to know how to < 

the castfe in KINC 

win Overton rs de; n MATCH OF THE 

, Any ideas? 

-irtrn Slater wants to know where and how do you grow the 
n bean in Fantasy World f> 



FREE PRESCRIPTIONS 



ny cheats or level cod 
_ in 'able to cheat 
screen goes red on your way to an exit, you can use the 
; to boost your power-ups. 

ice again Nurse Mark Roo I help 

Ift, tri Jtaeme Mac • and let 

arentty there are no cheats fo» -rssing F10 on 

screen you can bring up the option page, and I 
F3 you can select the wor 



ying to get into the secret world o itdden down 

hole in the floor). Also, look out for when the screen sh 
lis means that g and a 

we r the pi. 

aff Nurse i on has written in to abuv 

jgeHugs indeed') and give an answer to the query on Flf 
i the October issue. All you have to do is press r 
standing ne» p a beacon And t 

ail; if you v. ockets then 

start the level as norrr _ne rocket, arm the weapon ai 

press the fire h hat you keep your finger on ti 

rton so that ^t does not get launched With your finger 

on the button, press escape and then go to the armoury and < 
af all your rockets. Now you can start a miss 
oly of bazooka she 
per Doc Peter White from Clwyd (wh 
ut I'm not a four-eyed bot 
h a solution t 
agent for this 

. Get him to tt ig as soon as possible and qc 

surrounding guards from a distance. Now 'persuade' as many 
ians as you need to be able to 'persuade' a guard, and tf 
into the building with the Persuadertron switched on. All the 
I be persuaded, and you can get to your target without 



Anyway, should you manage to turn all 
of these vague rn struct/on J info some 
physical activity, you'll end up with 
thasa ship specifications; 

265 tonnes 
Mass f fully laden): 5700 tonnes 
Internal capacity no drive- 54 J 5 tonnes 
Retro thruster acceleration : 28 Earth G 
Mam thruster acceleration: 34 Earth G 
Crew 5 

Gun mountings • 10 + F 
Missile pylons: 21 
Allegiance: Empire, Mercenary. 



HE SURGERY 
NOW CLOSED 



exerting Group 
act ice' then please write 
* -t THE ONE. Priory Coui 
! Farringdon Lane, 
on EC1R 3AU. Don' 
ie. because 1 will or 
nd to be out. 
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(Or possibly a jacket and some games 



ust imagine it! Coming in fast 
and low over the local church 
next Sunday, piloting your very 
own 'Cigar shaped object' rind sew- 
ing the pants right off the weak, 
god-fearing cringers below (what all 
seven of them? — Harry). Travelling 
at speeds only ever dreamed 
of before, outrunning 



the crappy little toy- 
town Tornados sent to shoot you 
down. It's a big boy's dream come 
true, and it could happen to you! 

Yes, thanks to those loverly peo- 
ple at MkroProse, we've got eight 
real UFOs to give away. Recovered 
from a Top Secret Shed in 'someone 
quite important'*' garden, these 
genuine ex -government research 
establishment m 
UFOs are fitted 
with the latest 
hyperdrive units, laser 
turrets and plasma generating field 
disrupters. 

Look inside each of these UFOs 
(measuring approximately 40 feet 1 by 
60 feet} and you'll find all manner of 
hi-tech toys just waiting to be fid- 
dled with, not to mention a cryo- 
genic life-support system that's guar- 
anteed to take grandad into the 21st 
century with a smile on his dentures. 
Hang on a minute, everyone my 
phone is ringing,,. 

OH BUGGER! 

Er, well apparently - 
folks, I got the wrong end of the 
stick. That was Jason from Mfcro- 
Prose telling me to stop being silly, 
and tell you about the real prizes 



we've got to give away. Sorry about 
that, I've been watching Ouse 
£n counters and Srar Wars a bit too 
frequently for my brain to know 
what's real and what's not. 

So anyway, have VOU been watch- 
■ - ing too many 

Sci-fi films 
lately, 'cause if you 
#have. you might be able to blag 
your way to winning a superb Micro- 
Prose guilted, nay, super-heated 
bomber jacket, a copy of the brilliant 
strategy/action game UFO: Enemy 
Unknown, or perhaps even a Micro- 1 
Prose yoody-bag. 

All you need to do to stand a 
chance of winning, is plop the 
answers to the following questions 
on the back of a post card or scaled 
envelope, and send it 
in to: The U just 
FO Competition, 
The One, Priory 
Court, 30-32 Far- 
ring don Lane, London EC1R 3AU. 

The first two entries pulled clean- 
ly from Andy's bottom {drawer. It's 
my bottom drawer — Andy. ) on the 
28th of January 1995 will win a 
MicroProse jacket along with a copy 
of UFO: Enemy Unknown. The next 
three names picked will receive a 
copy of UFO, plus a MkroProse 
goody bag con- 
taining all man- 
ner of stuff, includ- 
ing mugs, stickers, badges, hats, 
novelty breasts, and and a whoopee 
cushion signed by the entire cast of 
Eldorado- Probably, Anyway, good 
luck, and here come those questions. 



ALIEN TAKEAWAY 




Fig 1: Stun your schoolmates with the incredible Zchjisburgar Cruiser 
1600 5L from the planet Burghuirkhinq. This enormous bi- valve troop < 
podulator is big enough to carry an entire regiment of Phlameghlz with 
their complement of Ughatit slaves. Powered by two GhtTihrn & 
K'h-itthoop interstellar drives, the ship is armed with Moozthard Laiers 
4<ind Frydonyon torpedoes. Usually retails at 300,000 Credits. 




Fig 2: Kill your parents with the deadly Qaarlyky Zoszchage, Q-VUing 

Fighter. It comfortably seats a crew of five Pspotigurlz from the 
TeskodHi-Kawntor. and comes complete with GrUtlee-bitz plasma can- 

.__..., Jii, IB *__»__»__»_ _ in II J I k In 



sbladdar sub-atomic motor, the 'Zosi' cabriolet also comes complete 

with the latest Livur.in bakon teleport lyitern. List Price 150.000 credits. 



QUESTIONS... 

O Using (he words of Star Wars' 
Han Solo, compjete this sentence. 
"Travelling through hyperspace..." 
a} ".,. is a bit dodgy at the best of 
times." 

b) "... 'ain't like dusting crops boy." 

c) "... makes my nose bleed." 

d) "... is great fun for all the family, 
especially at this time of year." 

Q Richard Dreyfuss had a bit of a 
mishap while looking at a UFO from 
his aar in Close Encounters. What 
\ exactly happened? 



a) His trousers fell down with hilar- 
ious consequences. 

b) He sneered so hard that his legs 
fell off and rolled into a ditch. 

c) He burnt one side of his face. 

dj He burnt one side of his toasted 
tea-cakes. 

Q I used to be extremely sad and 
belonged to the Daily Mirror E.T. 
fan club. One of my 'membership 
privileges' included a 7" single 
called "E.T. Speaks". Though never 
reaching the chart position it 
deserved, it was great fun, but 



what papular toy did E.T. use to 
learn English? 

a) A Game Boy 

b) A eagle-eyed Action Man, com- 
plete with revolving glow in tin- 
dark buttocks 

C) A Speak- and -Spell machine 
d) An Etch-a-Sketch 

O When I wasn't listening to "E.T. 
Speaks", I often listened to the 
incredibly sad band, Electric Light 
Orchestra. Funnily enough, this col- 
lection of long-haired beardies 
often used an abbreviation not dis- 



similar to UFO. Was it- 

a) ELO 

b) UFO 

c) I don't know 

d) BBC2 

t) In a freakish competition coinci- 
dence, a popular British ferry and 
cruise operator also shortens its 
name until it sounds a bit like UFO. 

Is it... 

a) ELO 

b) UFO 

c) P & 

d) Channel 4 
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.. ISlli llctk- 
(CAT 121 I DISKS- NOT 1 MP 
This ia a very good looking mr 

head gcdt ^ajiic. Good multi player 
fun. 

j 3D (James Series 

(CAT 149- i MSKi 

Includes a, brilliant 3D advora^ 
game, which is absolutely huge 

j Advanced Hero Quest 

(CAT I y.3U - ] DISK! 
Let line compiler he ihe game 
inasier, and provide (hc 
chalberoe V«u newd the board 
uaai>c co play 

j Black Dawn 

(CAT S59- 1 DISK I 

This is a totally ciocl lent KKi 
aaSrantan jams tin! adventure fafet 
shouldn't I v wilhoiK. 

_t I Slack Dawn 2 

,( »T7M I DCSK) 

The anwjinj! share-ware tullow u 
to the above smash adventiHe. 

j Deluxe Galaga 

(CAT 1974-1 DISK;. 

A irue elastic Bf far it shoot 

lj" ■ .lllk V l'"'. Jl r.l I Jllk»-lv -! 

professional wirhil Re-liv 
arcade nnslalgia ikJW. 

jDilht'll In Space 

(CAT 1103- I DLSKi 
Esnl I two player share*, 
plalform g-irne lhat is well 

ouinty Tor sure, 

j Golden Oldies 

(CAT 130H - I DISK! 
A wonderful orflecrifin of arcade 
classics fiwil Ctlf i.-: I> 'li ■ 
A £QC»il iKislalgta trip 
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games 



j Rocket/ 

(CAT1W7-ICH5K- I3000**>1 

Thibisafinllislic new Oeopla.e: 
shareHan Hiatal dial really ma 
your I HKJ'i ahiliLcs well Il 'scorn 
inercial UjUjJ n cm II. 

j Santa And Rudolf 

CATSW- 1 DISK E 

■iias jittt wouldn't tjeihf saose 
* ilhout a. lovely, cuts E'eslise gaflhc " 
for you 1o pkay would il? 

j Star base 13 

I 1213 -iPISKS) 
This is an e|iis.- graphic lldvenlure 
- in |nu rn sols-.'. Il'svuv "iljv 
and guile lumVi 

- Task Force 

: 2122- I DISK) 
Vm happens to be a sLiaikingl 
fcsod Space CrasjKfe type *W 
aaaakai aaayc PUs tNo» 

_ Itrtren 

' I DISK) 

"«■"« at very jinwl Telni 

fe aaaai good sclceiion ni ac% 

aMaaa. aaj wo nlaycr u|*mjii. 

.Tottl^jr 

DISK) 
^tj icraoa iir ihc board 

aaac Kak. Sii pUy<rs rompum « 
l inJ ImiiIi- 



\NS\SSI\S 



DISK i 
lacaaasi ■* CMcHc* Cnviiy Force 

I aaaa varnaa a a aam i<w 2 play ci 

jAsbsik 1^2 

.. 

h lali «k rilfclh P<f li pii/ile 
j a a aafl aa~ 'h — : Lr> Dtnflil 

I9f 

-:*3it. 

k Indaan i lot 3D amaaj aaaat Dan 

.^■ilSlflia-'D 

m 




i Wonderliind 

pkarfnrai jainr 
• m kids 



j Red Dwarf (^»w 

.CATiaT- IKS* 

Teh >«c ir»:— 'vttpr ^ «e 



un-lDtSK) 

irftehmfaftbal 

ihrPO socae 

ins 199 

the *luk. » j P npc o ni pni, 
irtaJc ptrfwt mscal «< 
Dofoider 

j Assasiits 201 

(CAT 346- I DCS 

[nelwfec Ihc eicTlkni 3D chqgacr 
Hydntzon* wtiteh B Ian. lunou* 

4nd very pjayahkv 

jAssasins205 

[CAT 871 - 1 niSKi 
IruliiLlcs lltr all I mif vl a va-r piai 
It's sinilpk'. h«1 b* 
Lxatty il'i good fun. 

jAssaKins 206 

Ihl luck-i <i B*n Simpwir. jfnrtic. .a: 
one nf ihc wciriifhl Telns cknAi 

cvfr. liin iL's 1!'.h.h1 



Ml'SH'/DKMO 



jfairlislit 242 

(CAT27SI -I DISK | 
C'cmLaids i very Ion)' niiko 
Mquence lu H.H kilhr usllJ.1 lOCrUM 
■auic 

-i 9 FinKfS 

[CAT3ffl 2 DISKS 

An iiuliii ^ i-.ii.il ka.il hr^iijchl M you 
from Spacosali, k*i pojwha)o|aj 

tic *rid nti raiaavka. 

j Aluminium 

(CAT24l9-!D1SKr 

A nite rev. Ji.1i1i> *i<h B ruCe lllllf 
fay 1nccd anhnaiicrfi. 

jArmagedon 

(CAT IB2 - 1 PlSKi 

A hm durott wirtt jukk) demijini artd a 
food nriyjikal hiL or* mnjsic. 

j Arte 

■CAT 561- I UISK) 

A graphical i^lr*vagaii^ of a dorm 

aflh I'unLv Irinilt mute. 

j Attraction 

I I DISK) 

A area! rlHlbic disk wild smfn; 
icuflv thniijihLlu I illUik', 

j Basso < 'ontinuo 

■ CAt ICW - I DISK) 

Tea earcllciil lufikv HIIW"- ■!!»-" 

km fB RU Lislcmnu |-iL - a^i.-ri 

_iDoopKe-mi\ 

(CAT J37 • I DISK) 

A food re-rnn ii.1 ihar chun 

j Gastric User 

- . i nisici 

A food! TOHtClion nr" snmc very 
hard rave runes. Nut for lltr 
« hejnfd IwLcnci. 



It's »tr> 
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jfjospel Karaoke 

(CAT To- 1 DISK)- 

)l suimds imbdiev«Me, fwr n la nut. 
Kuanke Amijia! 

j Jesus On Cheese 

(CAT 123 1 - 1 DISK) 

A rlajJiy facu paced rave demti 

v. huh wi II have you iwinie d>in|is 

j Kaos Theorv 

(CAT 1 1 H - I DISK) 

[f s rartv-OraaHs Ami^jt linw wiih 

soim: sifiOLIsby haul lanes. 

j Piece Of Mind 

(CAT 480- I DISK i 

A peat .1 D eiurayafajiza dennn 

Trith cemw very classy hiumc. 

j&coupe* 2 Ln limited 

(CAT 2141 -2 DISKS. 
Good (ltd Scoopen iupplies 1 ™ry 
ell prisHui-cd 2 UnliniitfjJ Sane*. 

. !|IU IKLlI 
\\i 5J7 . I DISK) 

llcr il-OOKr of M dcniu. 

Your Mind 

\T JW2 I DISK I 

video. fiiM music. aradi 

re expcnCnoC for cure.. 

te Of The Art 

l<a- | pisK] 

tin* classic dcmi^. H-Tilhajit 
i ll cratkuig dance lUDC. 

itk Rave 

- I DISK) 

xucml'.' ApparenrK iimI. 

A silly uiory with pic-iurei which 
pn.M lit a ushh) l;uij:h 

j Techno Tracks 2 

(CAT tW>4 - I DISK) 
A-wesdiric lllllvh; Jind stimc (fisrat 
.. imi.iIs rnaike till', a mint. 
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jfi^HI Business letlers 

(CAT2'JI I DISK I 

I .ik id' loners for lots of Ihiujjx. 

_i Account Master 

(CAT 1417 I UISKj 

A good liltleatcnuMx program In 

lielp keep yOiif hooka. 

j Amibasc Pro 2 

I CAT 3 1 * 1 I L*ISK> 

Pcububly lhf best ilaljiha.^ prourail 

ynu can git. Very Uiahlt indeed 

j Astronomy 

(CAT 3**1 - l DISK) 
Produces very dciaikd planen 

inronliallufi for Iblromanerv 

_\inlin\l:ii!ii-7 
fCATlOM- LDISKj 
Aaditr Ulilllies intlnding (fie 
K<nnl Quadra Composer, n vi 
profeTsaiorHd muait seL|iisiictr. 

j Classic Utilities 

(CAT 1*63 -3 DISK. 

A ^n«C CChllotllHI'. nl cLi^^u ^ "I'l-ll 

yoa really chnuld have. 

j Create Adventures 

(CAT 1027- I DISK i 

A very riea aulttohnj! prn^rnni 

j Crossword Creator 

(CAT 2161 - 1 DISK I 
Mm ihc ttmin out for yoy, 

j Crunchers Disk 

i CAT 1 217 ■ I DISK I. 

If disV space u gelling titlil Ian 

thus disk is definitely fn» you. 

j D-Copv 3.1 

(CATMtf I DISK? 

The best disk ctipier you can get. 

j Dynamic Skies 

(CAT 15 12- I DESK! 

Aji xmmjng night sky viewer which 

is feflhjre packed. 



ISU1L 



j Easvcalc 

(CAT 1 042 - I DISKt 
Somnf> Hie test spraadsJiert. 

j Edword Pro 4 

TAT 2(171 - 1 DISK' 
A brillianl le;si kIiuht which has 
i wry good fed about il 

Forecaster 
at ear? - 1 nisK nejt sou) 

[ynu rv a tciting m*ll/v>-JMn|in, 
jisk cnuld tic up your SlKXt. 





rinder 

i r'w-i msttj 

aide v.ictn cum frier. 

Lerdrtve 

16- I DISK) 
a protected RAM disk. 

Pt 

AT2W> ■ I DISK i 
A sinijHlc e-dsy 10 Use and effective 
vidlffi-i inlini' prnuraifi. 

jMandelmania 

(CAT 820- I DOX WTS0ID 

A very fan frartal eenerahir with 
f.i^r ^tHim in and uUI. 

j Mandelplot 

(CAT 90 l DISK I 

An CXttlknl cfiarev.aiT fractal 
fLiieialCU. Tons of fractal types. 

3 Magnum 

1CAT2666 - I DISK i 

A ipsnd di.ik magajtine- cteaflor. 

jOpti < nil) ins 2 

(CAT 2157 ■ I DISK! 

An ticeJIeiK otilktnan of touls tor 

use wiih you modem, 

jPCTaskZ 

i CAT 1211 I DISK 

A working demo of ihis very good 

PC emulaJOf program. 






jVl-K- 

rC AT 12 l-l lOTHL> 
Create waar *m *M aaaaaf 
ptctum and MB* *aaa aaaai 

j Start Of "The Art 

ICA1 2317- 2 a 

TIksw dirfu are packaal daack 

with VaTtOvB cjIfiaKa pnaaaa 

j Siarview 

(CAT 1610- I DISK 

A night sky nesser vdach int 
nurhsovt the cnnlcllaliOrfe. 

■j Text Engine 4 

(CAT MM- I DISK i 
The hest svnrcl pro.. 

.11 nfeed rnlhi.' Anne 

.iTheMonev Pnpjjr 

[CAT EEtll - I DISKi 

An ejiwllenr hnint a ir.ue '■ 
protimill. Vers useful. 

jL'tlity Disk Makei 

-.1 iTvl I DISK* 
Proves very hulplul Em cteuiHig 

youi • ricius IT IUH. 

j Virus Checker 
CCATT7D ■ 1 DESK. 
This epseniial disk always husi he 

m; laawl ivisiiiii nl' lhf prtnucr 
Aniifj s iras dclw; tor, "Killer 

j X Beat Pro 

(CAI 413- I IHSKl 

A very friendly mu>ic sequencer 

program. Very K 11 ™ 1 ' cl1 isamHi 



AMMA'I'HW 



j Animation Studio 

VI 24IXi • I DISK 
A fantasdc pnigiaiii id Baryta] 
itaned in unimutum. Femura Hie 
onion r-ltin Eayering h>chnic{tK, 

j Boat 

13 I DISK I 

nice animation ol a typical 
aaariaali fjiden scene, with a nnili 

iBonds Last Stand 

: I 13ISK1 
•aaal caaa> it at Easl. and tHH before 



-Human Cannunball 



how not to he 



j aajj 



SOT5001 




iRaEiiriji Hi 

(CAT y -R . 1 disk i 

That thick hufnXIK jaal 4 

knnw wlurll 10 itcX 

j Raging Hormone 3 

(CAT2I30- i a 

llrnnnii'.- pas«s OH "till her ha- 
leaml to- his son. WKgl a shame. 

j Savings 

(CAT II J- I DISK) 

The pus" tri'fitc savings ttjsert l|uiIc 

a novel end. huiiio 



MlSt III .ANY 



j.WIOS Libraries 

I Dials'. 
This jirtil disk lie aides live ucv, 

cvjrninjoil eiuncsion liV 

Amos ver l.VAmoa pro ft mini. 

j Communicate 

(CAT2TO- I DISK) 

Leam hnv. |o cornniunkiin' « il h 

sign kinguop: amd many more. 

jOctamed Tutor 

(CAT 2456- 1 DISK i 

An nedlanl yuide In iicin l| Hi 

Modt fromiVla-incd 01 MED- 

S|H ill (Mil I .IllEll.lLi'Hj 
(CAT EJ-lh - I DISK'i 
Turn ynur Amiga inm .1 4H Z, 
Sptcrrurn '■. ' .1 -i 1 d Amija 
rccuiuilieis.led Ihnueh. 

jSpcccv Classics 

(CAT 498- I DISK) 
\n- If.-. 1 11 u ill classic old SpeciRim 
j:ann.-s lot aae wiih the abtwi 
emulal'M ;iiiici,ioi 

jSpeccv Classics 2 

[CAT I4W- I DISK i 

Mam c:c.il gaTHH l..ir en iljlui 

jSpeccv Classics 5 

rCAT2W3- I DISK I 
Ami >el miiri. i .. t lei -. 

jThe Invisible World 

-•. I DISK) 
. inu£hl mi.» ihe 1 1 11 > v."i ' 
of n 

_ I Itimate Cheat Disk 

- • l-JISKi 

-. ,M. l. ,| -,.|||.. L-I.I-. 

■■*!& garar lips and I 

_ \ it 2ii Kmulator 

,- itkn - 1 Dtj 

Turn yew Amiga iMo a VIC 20. 

Cncne> mnlh '.urts c*J game- 

■j luily appreciate. 
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M'llM I I IIDMH IJ|>KS IVH THK 
AMIEM 12IW t (WIPE TER 

j AG A Diagnostic 

(CAT 1HWS . I DISKi 

Cheek 0111 your cnfinputerS heath. 

ig Time Sensuality 

(AI :2lS-;illSKS) 
n audm Vanal (real ill a dCrifci 
III -.tuun .1 J ail 

>-.l I. I.H|ualir) soumElrae-k. 

idav At Eight 

^2033- I ElISKi 

iv ravl I'. i. i -I .liTI'..'. w III: .1 
h: l|i. i'ii music track. 

Moftn 

JK). I DISK 

demn with a spooky inuTO 
1 u mn .nJ pacc> (we. 

ke Deluxe 

7H?- 3 DISKSl 
A piliencc t-afd game »'i1h some 
very heauiiful picture c*rils 

j Love 

(CATSCjK-2 DISKSl 

.\ lovely new den:.' "N ■> 1 1 ■■■•■'■ 

j Ma\imum Overdrive 

(CAT IMS 2 DISKS) 

A very lung fill] motHW viileo ikeilnO 
which lasts agaa. 

jMegaball AG A 

,i O 142- I DISK) 
I he ii'tisl |Xipular hrcakout type 
Bn ge'ls even uiccr. A ir.uvl 

j Real 

(CAT 1379 . 1 DISKt 
Possihly Ihe belt A0A ifcmo to 
Totally i»nt«iit. 

jRelokickl.4 

(CAT 2911 ■ I DISK I 
Hnilcs dowpwand eswnpaiibiliiy to 
>;-.ur"iitw i;iMHtihelpgetsomcCHf 
those old profiailB, working. 



THE EASYBASE CATALOGUES 

rjuiybase ia a unique PD OjHtlllO program that is ncluuively available- from 
1 1 la se-ry user friendly arnt ea^y m use. It features lotal on-hne access n Hie 
mini rcvie-wi af all (he litrFh. K also features a uniOjuC orderin([ system whith 
does ill or the hard work for you. So Forget those btmiig lists and gel some 
(hing which is atSually useful in finding ihe desks y«i wane. 
Easy PD c;Hji]t't' M " '3'*' t 's fret with you ftml OKit', Vnu nnly 

need the emr. Il will be updsletl w Lth evei> trnjer. 
Ptexl Fish cawlojidf il avajlabte tor 50 pence, It features 

thousands, of progrjuTi!. in [ho Fis.h lihrary. 



HOW TO ORDER 

You can tilher licit i!»e itiks. you rtsiuire <M ihis advert und Iheit ittid it 
back to us. or you can writ* <he catalogue omiihcrs of (he til i 
H!c|Uif£ cm a sheet of paper. Carefully cxunl ho* many disks your nnlc-r 
.-. .-.ml Mien tiiulliph it hy the tciffcct amounl. Seiul your order ■■•■ ah a 
e-he>4Uc/Posia] OnJer pwysMr to "Easy PD" to (he address above. 

Disks are £1 .00 each, or just 90p for tea or more! 
Postage is 75p UK (plus 20p per disk in Europe) 

ITc-a-tt niauVe ill paymrnl 1 - in ^K-il mje ihai-mgh a Bffliah kirjartt* of your hank 



Easy PD Order Form 

Name ................ 

Address .,,.,,,.,..................-. 

Post Code Tel, 



P D Z O 



This has been a good month for PD. Look, 
there's bags of variety! That lovely Matt 
Broughton has read the scrolls... 



PENGO 

MartinSf 

I've received an excellent version 
of the old classic, Pengo, and as 
much as I'd like to tell you all 
about it I'm a bit worried about rec- 
ommending it to you. The reason for 
this is that it's only currently avail- 
able directly from the author which 
would be fine if it wasn't for the fact 
that that means you've got to send 
£6 to Sweden, 

¥es r from across the amber- strewn 
waters of the Northern Sea comes a 
copy of the old arcade favourite, 
where you, as a penguin, have to sur- 
vive against a whole host of nasty 
predators in the icy wastes with only 
a number of movable ice blocks to 
help you. The rules are simple 
enough: just shuffle around and 
compress all the baddies on-screen 
with the aforementioned cuboids of 
solidified hydrogen 2 oxygen (my 
word, you have come on! — Harry). 
There are on-screen bonuses to 
collect along the way, with extra 
points available to anyone able to kill 
more than one baddie with a single 
block I say 'anyone' because one of 
the best things about this version of 
Pertga is that you can play it as a 
simultaneous two-player game, with 
both of you sprinting around trying 
your best to clear the screen in a 
Bubble Sobbto-esque sort of way. 
It's all incredibly simple, and I 
would say 'go out and get it now' 
but as previously mentioned, that 
involves sending £6 in an envelope 
to: Martin Rebas, Gyllenkrooks- 
gatanl, 412 82 Goteborg, Sweden, 
I'm personally a bit nervous about 
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Penguins eh? Take the biscuit, they 
do... 




And the egg sandwich. 

doing that but it's up to you if you 
want to take the risk rather than 
wait and see if some English PD 
library gets hold of it. The choice as 
they say, is yours (just don't come 
crying to me if your £6 gets eaten 
by the Swedish postal service! And 
then mashed with butter and black 
pepper. Yum. 



OVERALL 



£8% 




ROKETZ 



■■/ 



) 



Stop whatever you're doing, 
grab yourself a jolly good mate 
and bang RokeU right into 
your dear old Amiga, because it real- 
ly is about the best two player head- 
to-head game I've seen since the likes 
of Micro M#cMMt. Not on| y is jt a 
blimmin' great game, but it's all pre- 
sented Jn gorgeous rendered-Q- 
vision, with some interesting little 
craft and atmospheric backdrops. 

It's easiest to describe RokeU as a 
split-screen Thrust clone, with a sim- 
ple theme — kill your opponent. 
There are a number of levels to play 
across, varying from small and con- 
fined caves to large abandoned 
theme parks, where each player has 
a limited number of lives, fuel and 
weapons with which to bring their 
opponent crashing to the floor. 

The Thrust comparison is mostly 
due to the rotate left, rotate right, 
fire to thrust control system, but with 
a much more subtle gravity, Raketz 
allows for a more controlled flight- 
Various craft and weapons are on 
offer, with (and I can't let this go 
unmentioned) the most satisfying 

Ths Lesser Diving Poncewing excretes 
Parma Violets. 





OUTPOST: 
SOLO ASSAULT 



^9 



Outpost Soto Assault, is in 
fact a bundle of sub- sec- 
tions taken from a larger 
strategy game called The Final 
Battle (and not a lot of people 



know that), It's basically all of the 
juicy, combat/arcade sections 
from the aforementioned laddie, 
slapped one after another for 
your pleasures; allowing you to 
partake in asteroid dodging, bad- 
die blasting, and, best of all, light 
sabre battles, complete with Star 
Wars sampled sounds effects. 

The game is presented as a grid 
map, with you working your way 



through the various sections to 
reach enemy bases. It's once you 
get to these bases that you enter 
the light sabre battles, where pro- 
gressively smarter commanders 
must be defeated to move on to 
the next section. 

Apart from the bases them- 
selves, your journey takes you 
through asteroid fields, where 
only accurate laser shooting or 
slippery eel-like piloting will keep 
you alive, while a similar tactic 
must betaken when encountering 
alien craft. Should your ship take 
too much damage, your shields 
will fail, leaving you to watch 
helplessly as your hull, engines, 
and general functions gradually 
fall away. Survive long enough in 
either the space battSes or aster- 



oid fields, and move on to the 
next chunk in the map- Simple, 

The speed is certainly imj)res- 
sive throughout, and with the 
variety of gameplay, it's certainly 
a good advert for the full game if 
nothing else. Of course, I can't 
leave this review without men- 
tioning the light sabre fight 
which is just brilliant. Apart from 
keeping sad Star Wars freaks like 
myself happy, it's got tons of Ear- 
barian-like moves, not to mention 
all the hums, crackles afid clash- 
es that you'd expect. 

Certainly one of the best value 
for money PD demos about With a 
light sabre in it. 
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homing missiles I've seen in a long 
while. Each craft has two weapons, 
fired by either pushing forward or 
pulling back, while the equip screen 
allows players to choose the type of 
engine and shields for their craft, 
along with a few lovely extra toys for 
good measure. 

Once you've got your craft and 
scenario sorted out, its sit just bril- 
liantly simple fun, as you hurtle 
around the landscape trying to mur- 
der your mate. Hawing played this for 
ages with Harry, I think it's fair to say 
that the most fun is to be found fir- 
ing homing missiles at your oppo- 
nent and then sitting back and 
watching as they desperately try to 
out manoeuvre the deadly git! 

ftoketz isn't quite such a revolu- 
tionary game when played as a one- 
player game, mainly because any 
hardened warrior will find the com- 
puter a push-over, But there are a 
ton of statistics that accumulate as 
you play, enabling you to build up a 
rating and high score {It's also very 
satisfying to be able to tell Harry that 
he's lost seventy percent of his lives 
crashing into walls, backed up by 
irrefutable scientific data I) 

A extremely attractive game, that 
makes an excellent frustration- 
buster. Not to be missed! 




AND THE 

MONEY 



• Augenblick Designs, 
334 Marton Road, 
Longlands, 
Middlesbrough, 
Cleveland TS4 2NU 
Tel: 01642 235465 

• Online PD, 1 The 
Cloisters, Halsall 
Lane, Formby, 
Liverpool L37 3PX 
Tel: 01704 834335 
(three free catalogue 
disks with any 
purchase!) 

• 17 Bit Software, 

1 st Floor Offices, 2/8 
Market Street, 
Wakefield, West 
Yorkshire WF1 1DH 
Tel: 0924 366982 

• Cynostic, Office 
01, New Enterprise 
Centre, Little Heath 
Ind. Estate, Old 
Church Road, 
Coventry CV6 7NB 
Tel: 0203 681 687 



CLASSIC 
PUCMAN 



For the past couple of months 
I've been in contact with a 
man on a mission. Though 
some may see this particular quest as 
a waste of time, to sad oldies like 
myself and the aforementioned gent, 
producing a quality arcade conver- 
sion of Pacman is a worthy cause 
indeed. And so it is that I find myself 
presented with what can only be 
described as a 'damn-fine-near-per- 
fect' conversion of the famous yel- 
low dot-eating daddio. 

Classic Pucntan is, without a 
doubt, the closest conversion I've 
been fortunate enough to see on the 
hallowed pages of PD Zone', Many 
have tried, but none have been so 
dedicated as the Augenblick Design 
team, who went to such lengths as 
chasing down and buying original 
arcade machines just so they could 
get everything spot on. From the title 
screens to the sound effects, to the 
tunes and the between level 'cut 
scenes', Classic Put/nan really has got 
its act together, 

Of course, while for a sad do like 
myself (who admits to not only hav- 
ing owned the How to win at Pas- 
man book, hut to also having learned 
the first ten levels pretty much qff- 
by-heart) this is like some old friend 
who's come round for a chat about 
the good old days, 'kids these days 
(mumble mumble, dribble dribble) 
perhaps don't realise what a classic 
this really is and will no doubt be 
wondering how to pull-off special 
moves', Fortunately, Augenblick 
(which means 'moment', German 
fans) have also included a variation 
in the package called Pacman Pius. 




Do you think these look a bit like 
American Hard Gums? 




No, neither do I. 

Pucman Plus (1 out of 1 for rep- 
etition — Harry,) is basically the same 
as the Classic version, only with some 
weird and wonderful (and another 10 
points for gratuitous use of the 
cliche! — H,) pick-ups that do any- 
thing from turning all of the ghosts 
into Pucmen for a limited time, to 
speeding you up, to awarding extra 
lives etc, This is a nice diversion, and 
worth playing just to find out what 
silly power-ups the writers have 
included, 

Ultimately, Classic Pucman is prob- 
ably going to appeal to the nostalgia 
fans out there more than the gener- 
al punter, just because when you 
look at the games people have 
become used to, the Pacman concept 
is a simple and repetitive one, I'd cer- 
tainly like a copy of this in my collec- 
tion, but then again I'm a sad old 
bugger. What about you? 



OVERALL 
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ARTHUR: 
QUEST FOR 
EXCALIBUR 

Cynostic, Disk GO 

A few months back l slagged 
off a PD graphic adventure 
(of the static picture/text 
style) saying that if you're going to 
put a game together, at least have 
the decency to think up a decent 
story, Well I don't know if it's a coin- 
cidence, but someone's put their 
hand well and truly 'up my bottom' 
with what has to be one of the best 
adventures I've seen since the days 
of The Hobhit, 

In Arthur: Quest far Excatibvr, 
you, not surprisingly, play the part 
of Arthur, who is on a, er well, 
quest for Excalibur. Basically Mer- 
lin has said that before you can draw 



the mystic sword from the stone, 
you must first prove your worthiness 
by completing a set number of tasks- 
This leads to the normal roaming 
through strange villages, fighting 
strange beasts, meeting strange 
people, and lots of other things with 
the prefix 'strange' (like your face, 
perhaps? — Andy.). 

The game has a refreshingly 
decent vocabulary, and to its credit 
it's fairly helpful should you fail to 
be clear enough for it to understand 
at any point (eloquently put. Matt — 
Andy.). The graphics draw them- 
selves very quickly, and the puzzles 
are both logical and involving. 

Another thing worth pointing out, 
is that the adventure is neither linear 
nor obvious. As soon as you move 
away from your starting location 
you're faced with a number of 
routes, all of which can be travelled 



in any order; which means you can 
complete the puzzles in any order 
you wish. 

Anyone who has tried to program 
an adventure game (and even I tried 
to write one with my dad once!) will 
know that the genius lies in keeping 
things interesting from event to 
event, and Arthur does this 
admirably. There's a good mixture of 
logic, death, talking, and best of all 
magic, to keep things moving along. 
Arthur is extremely user-friendly, and 
should you die. Merlin offers you the 
chance to start again from just 
before your untimely departure. He'll 
also allow you to ask questions 
about specific puzzles encountered, 
which, though not readily available 
enough to be abused, does allow 
you to get that bit further. 

I've got no real negative com- 
ments to make about Arthur, as it 



JOC_ 


^ ^i^ ^+ A ^», 




"V 




U 


°""N< 


i » 

St 


» 


-■ 

• 




.00 


: x 




.JCXJUe 



The Bonko Magic Bear d-Q-t rim. Hews 
right through scraggy old wizards' 
beards, or your money back. 

accomplishes everything it sets out 
to do. A must for any old adventure 
fans (and if you've got a Spectrum, 
you can have a copy of my Winnie 
The Pooh adventure too!) 
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Aladdin 



Publisher: Virgin 

Issue Reviewed: November 1 994 

Amazing animation and gorgeous graphics fir 

litis platform conversion from the Disney 

movie. Shorter than some, hul longer man 
your average magic carpet ride, AJaddin 
lakes Ihe Amiga by the scruff ol the neck 
and O+IIOwS 'A Whole Nuw World' in its face. 




Bump 'n' Burn 



Publisher: Grandslam 

Issue Reviewed: June 1994 

It's 3-D racing time as this Super Maria Karl- 
wrih-krvobs on screeches onto your Amiga.. 
TT Racing in a cartoon styley, plus some bad 
weapons make this game- a must for all ihose 

who thought that all Scalextric ever lacked 

was a nice bit of mindless violence. 



Elf mania 



Guardian 



90% 



Publisher: Renegade 

Issue Reviewed: June 1994 

Kjombal comet to the Ell-Kingdom and gets 
its teeth kicked in' by a girt with polnty-ears! 
ntnurtia makes other beat-'em-ups on the 
Amiga look pretty crappy and Itie Introduction 

O' strategy is truly inspired. We were 

compltilulv «<il> SmACkfiiK By MOH FftMMl 
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Publisher: Acid Software 

Issue Reviewed: November 1 994 

What's tills, an original CD32 game dial's 
got oodles of payability? Yes, Iff tru*l! 
Guardian is the game that CD owners have 
been walling for, and an absolute joy to play. 

You are in space and have to shoot up 

baddies, It's like Delender in 3D, apparently. 




Alien Breed 2 



Publisher: Team 17 

Issue Reviewed: December 1993 

Team 1 7 returns to familiar territory with 

this, the sequel to ihe game lhal first 

established the company as one of Britain's 

leading Amiga developers. It's more ol the 
same but, bigger, busier and blastier, Some 
have complained that It's loo easy, though,,, 




Cannon Fodder 



Publisher: Virgin 

Issue Reviewed: December 1993 

War, according to those wacky Sensible 
boys, has never been so much fun, and we're 
inclined to agree, ll might look like a simple 
run around and blast everything affair, but 
there's a surprising amount of strategy 

involved If you're going to make it to the end. 



91% 



Publisher: Do mark 

Issue Reviewed: February 1994 

From the Frenchmen who brought you VrOOffl! 
comes this, the official F1 licence- Actually, 

it's Vroom Deux, encore Vile, but avec I* fab 

two-player mode. Ft butts might think it un 
peu unrealistique, mals for the arcade lover, 

C'est encoyable! Not, vraiment! 



Heimdall 2 



Publisher: Team 17 

Issue Reviewed: December 1993 

Heimdall 2 Is the best of Its kind. It's got 
action, adventure and puzzle solving with a 
smattering of humour In all the right places. 
Blood, runes, ores, magic, (but probably with 
a "k' i and added love interest in the shape of 
the saucy Ursula to keep you on Loki'* tail. 




Banshee 



The Clue 



Publisher: Core 

Issue Reviewed: July 1994 

Banshee is a roller-coaster ride to hell. In a 

buzz-bird called Banshee. Test your bigger 
ringer and powers of concentration in this 
Tora! Tora! -last's one of two-player night of 
fantasy «-... blowing things to kingdom 

come. rt"s great fun, basically. 




Publisher: Black Legend 

Issue Reviewed: September 1994 

Bi-cumc London's next Mr Big without ever 

leaving your bedroom! Yes, The Clue is the 

proof that crime plays! From humble lea- 
leafery to bigger blagues wiv' shooters 'n' 
slags, you've got to stay one step ahead of 
the ' Fifth' and keep out of the Scrubbs . 



* 89%f 88% 



FIFA 



Soccer 



Publisher: — -^^V-^ Electronic Arts 
Issue Reviewed/ f October 1994 

FIFA's here at last and it's bkiody great! A 

bit slow maybe, and rather too much diskular 
swap foolery, but nevertheless a Solid 
attempl at putting realism back into the 
beautiful game. FIFA Is a totally dirtet ent way 

of stringing the aid onion-bag. Trevor. 



Ishar 3 



Publisher: Daze 

Issue Reviewed: September 1994 

Ishar 's back and Wis lime c'est trolsf 
Wohratax the black dragon Is created Lord of 
Silti by the Powers of Chaos for being bad . 

More silly names and fanciful plot twists from 

our Froggy chums In this sequel lo the 
sequel with les knobs enomte, er... sur. 




Body Blows Gal act, i 



Publisher: Team 17 

issue Reviewed: December 1993 

Yet another sequel which does tor Street 

fightm' what Alien Breed did for bug dunlin*. 

Body Slows Galactic is the beat-'em-up 

business' boasting far smoother animations, 
animated backgrounds and enhanced sound 

effects. Wow! 
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Club Football 



Publisher: Imagine 

issue Reviewed: October 1994 

Become Big Ron and buy some decent 
players under 30. Beam-down to the 
Blackburn dressing room and 'borrow' Mr 
Shearer, Shore up the Spurs defence with a 
very big wall- Yes it's the best management 
Sim iintu 0" The R.ill. U&1 month. 
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Fury of the Furries 



Publisher: Mindscape 

Issue Reviewed: January 1994 

A venation ol voles? Riles of rabbits? a. pique 

of pine-martins? A seethe Of Stoats? A bristle 
Of badgers? A miff of marmosets? No, not 
really, just a great piatfomvpuzzier featuring 
some small furry animals. It's addictive. It's 
fun and it'll test your reflexes. 



James Pond 3 



Publisher: Millennium 

Issue Reviewed: June 1994 

The third Pond platformer is huge. And 
bloody fast. In operation Starfish Pond 

weighs in with a leaner meaner Cannery of a 

performance to set against his Dalton in 
Robocod- OK, so there's less colour, but 
there It more character and more gameptay. 




Bubba 'n' Stix 



Publisher: Core 

Issue Reviewed: January 1994 

More ptaltormular near-perfection from Core 
with this well designed and beautifully 
programmed game. A bit on the brief side, 

but h original as a young white trash meets 
magic piece Of wood, meets bad blobs in a 

tricky-situation-type of scenario can be. 




Ch. Manager Italia 



Publisher: Intelek 

Issue Reviewed: March 1994 

Footy management spaghetti style, you get 
lo control all those clubs wllh runny narrves- 

WHh its pochatta friendly price and motto 
Improved-o running speed, this game brings 
you all the passion of Italian football without 

the girly on-fVa Id play-acting! 



89% 



Genesia 



Publisher: Team 1 7 

Issue Reviewed: December 1993 

Huge SOClely-bulldlng thing, similar to The 

Settlers, but not as easy to gel In to straight 
away. Start off with a tiny tribe, and watch 
your civilisation grow into something that 
makes the Roman Empire look like a chain of 
cheap Pizza Restaurants 



88% 



K240 



Publisher: Gremlin 

Issue Reviewed: May 1994 

Populous with asteroids, that's what ihis is- 
Begin on your base asteroid, then explore 

space to find soma more. Colonise them. 

Exploit them. Zap every alien in a race for 
galactic domination. Build fleets, bade 
tilings, mine stuff. Oh, how we loved It, 



90% 



/Tts different, if. exciting, iff packed with the best In Am.ga § ames *"* e ' 
tainment. and it's quite a bit smaller as well! Yes, from th.s month y ou can 
buy new improved Recommended with our unique Fewer Pages Formula. 
New Recommended with added FPR Exactly the same only, er. fow. 




Kid Chaos 



Publisher: Ocean 

Issue Reviewed: August 1994 

Crazy Ti crazy game. The kid from the 
trelaceOUS age Club* through platlnrms like 
a hungry T-Hwt after a jet-propelled cow. »'* 
parallax paradise, and the only game more 
satlstytngty violent than hitting a bank of 
stinging nettle* with a big stick. 



On the Ball 



Publisher: Oazti 

Issue Reviewed: September 1B»4 

The «lly thing OTB lacks l* Brian Moore- 
Fresh as a daisy and as deep as a devil* bit 
scabious, her* 1 1 a fciot¥ management 4 im to 
wander through wearing, a blfl shirt, to linger 
in Hid make a fragrant posy fur your 
sweetheart wtth. 
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Second Samurai 



Publisher: Psyonosls 

Issue Reviewed: December 1 993 

Hmmm, looks * hit similar to First Samurai 
thlf , but actually It's a tar better game The 
hero Is slightly less lithe, but sllll wields a 
mean, ah. samurai, and the lighter level 
design coupled with less oblique putties 
make for mora entertainment. Banzai! 
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Theme Park 



Publisher: E* 

Issue Reviewed: Octbher 1994 

Umgleitschmongteat Alton Towers, Alton 
Showers more like! Euro Disney, e'efit 

Eurodlsmal! How do I know? Because I've 
Hcked Theme Park tight down to the stick 
and lasted Sim heaven. What's mare, I have 
sniffed the bottom line and it smells lonely, 




Liberation: Cap. 2 



Publisher: Mindstap* 

Issue Reviewed : December 1 M3 

A brilliant, atmospheric RPG with one of the 
sexiest Intros ever! Really shews off the 
capabilities of Commodore's CD32 to the hill 
and nearly as nice on the A1 200- Basically 
you hew* to find out what's going on in this 
Us thy whnns the robot* hive gone bonkers. 



Out to Lunch 



Publisher: Mlndscape 

issue Reviewed^ July 1 994 

His cupboard Is bare, and so poor Pierre le 
Chef is on a tour around some exotic 
locations (er, apart from Switzerland) tn re- 
stock his larder. Out to Lunch Is a tasty 
platform patisserie with sprites that take the 
biscuit, And that's no word of a pie! 



The Settlers 



Publisher: Blue Byte 

Issue Reviewed: December 1993 

Your typical god game, but this time with tiny 
wee folk. Cute. A medieval setting for your 
diminutive charges as diet build things, de- 
things and keep rivals at bay. Try leaving 
them at it all night and see what the itttle 
blighters have achieved by the morning. 



Universe 



Publisher: Cot* 

I ssue Reviewed: September 1 993 

Universe has more puzzles than a 
gargantuan helping of enigma pie, and more 
changes of pace than Mr Said Aouiia. It's 
got bags oi hot arcade action too , so If you 
Ilka all three then you'd best stop reading 
this tosh and go out and buy it, hadn'l you? 




Mega Motion 



Publisher: Black Legend 

issue Reviewed: April IBM 

Simple concept, but bmin-la*ing pur/les that 
reminded us a bit of Boulderdash without 
being derivstlve. Only available as part of a 
twin -pack with Stall*, which we rated at a 
'net-qulte-good-anough-for- Re commended- 
but-stlll-pretty-tab' K4%. Stocking valine I 



Puggsy 



Skidmarks 



Uridium 2 



Publisher: Psygnosis 

ls.tue Reviewed; March 1 99* 

On the surface Puggsv looks like a slow 
platform** with not much going on — which It 
isn't. Experiment, It you will, with the Total 
Object Interaction and you'll discover a 
beautifully animated arcade adventure, With 
feivtastic graphics and sound. All right? 



publisher: A£ld Software 

Issue Reviewed: January 1 994 

Superb racer in yer Isometric perspective, 
this game is only a duffer it you play alone. 
You see, the computer cars are all crap. 
Skidmarks eh7 I'm surprised I've managed 
to gel this far without making a 'pants' joke 
But then I'm feeling a bit browned oft... 



Publisher: Renegade 

Issue Reviewed: November 1 993 

Souped up C64 action with 32 colour*, 50 
frames per second, multi-way scrolling, 
power upS and a dreadful ease of hyperbole. 
Far die-hard blasting lans Uridium 2 is a 
dream come true, for the rest its a Silly made 
up name and the second arable numeral- 




Microcosm 



Publisher: Psygnosis 

ls«ue Reviewed: January 1 99* 

OK. SO this CD3a-only game is little more 
than a 3-D shoot- 1 em-up In the Space Hairier 
mould, but it's still about as good as you 
can imagine. Without drugs. Lacking a little 
variety perhaps, but Microcosm plavi. well 
enough to keep your |oypad-lhumb sore. 



Putty Squad 



Publisher: System 3 

Issue Reviewed: August 1984 

Putty Squad knocks several buckets of poo 
out of Puny. Thrill to a* levels oi squlshy 
blue fun, which is more squlshy blue tun than 
you can have a-squeerlrV things In a 
policeman' 5 trousers- Probably. Long lasting 

platform tun for all the family. 



Simon the Sorcerer 



Publisher: AdvertureSoft 

Issue Reviewed: February 1934 

The Brits it AdventureSofl take on the 

Yankee might of LuessArts and Siena with 
this humorous graphic adventure — and 
lose- Burl only just. The Interface just isn't as 
good. The puzzles are tough, hut don't let 
that put you on. 



Wiz g n' Liz 



Publisher: Psygnosis 

Issue Reviewed: November 1993 

Another gam* that's SO much belter wilh 
Iwo, this qkay-lsh cute plalformer is 
transformed whefi the both of you do It. 
Compete for the collection of coloured 
rabbits In a magical split-screen rsee against 
the clock. Mow a budgety CI 2-99, by crikey. 
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Mortal Kombat 



Publisher: wlffl'n 

Issue Reviewed: December 1993 

Arguably the most accurate eoln-op 
conversion ever. Everything from the original 
arcade version is here: th* graphics, the 
gameplay and d™ gore. Until EHmania. this 
was the best Of Its kind on the Amiga, and It 
still takes some beating! (Ha, Ha>. 



Ruff *n' Tumble 



Publisher: Renegade 

Issue Reviewed: August 1 994 

The best gam* ever with *n" In the title? Huff 
has lost his marbles, so that means mayhem 
In plattormular mod* for the likes of mv n 
ttiee. Thla game b like Mkhaelangelo's best 
pencil, because It's right at the sharp end of 
the platform renaissance. 



Stardust 



Zool 2 



Publisher: Sloodhuuse 

issue Reviewed: December 1 993 

An unbelievable bargain, Stardust is the 
ultimate Asteroids clone. The graphics have 
to be seen to be believed. And when you do 
see them, you won't. Believe them. Even 
though they are. There. The tunnel 
sequences for example. Ptiewrae! 



Publisher: Gremlin 

issue Reviewed: lanuary i afl4 

Another sequel. More ol the same, and yet 
more bettsrer it the saffl* time. Zool's got 
more character, he's better animated and a 
lot less frustrating to control. And tool's got 
Zooz too- That's his girlf. Mot mor* than on* 
collection Oi caged Wild animals. 



89% 
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Capricorn 

23 December — JO January 
Your chart looks a bit lemony at 
this time of year, and s& don't he 
surprised if a new range of cos- 
metics tempts, you, particularly as 
your rating planet. Jupiter, enters 
Its dotage on the 14th. Rise of 
The Robots enjoys an extensive 
probing by someone Welsh. 
Romantically you are linked to 
the fortunes of the city of Lyon, 
which makes you fondant and 
yet vulnerable at the tame time. 
At work, a colleague pretends to 
be Susan George, but you refuse 
to get involved. On the 1 7th (a 
Tuesday) a loyal friend accidentally 
discovers the elixir of youth. Lucky 
shoe-polish. Kiwi Light Tan. 

Aquarius 

21 January — 13 February 
A wartime bomb makes an unexpect- 
ed appearance at a family gathering 
ju»t after Epiphany, but you make 
short work of the fuse with your nail 
clippers. Financially, the position of 
the constellation of Orion close to 
your meridian indicates the arrival of 
the bailiffs . A royal blue hydrangea 
that has been annoying you for ages 
will go away at last. Vour preference 
for man) Ma envelopes places a distant 
relative in jeopardy. Matt pulls off 
the first full review of 5W0S. Lucky 
My. Huxley. 

. Pisces 

JO February — JO March 
Vou mutt be careful not to wear pur- 
ple socks until the Breadknife reaches 
its azimuth on the 1 5th. A show of 
affection for a small dog is drastically 
misinterpreted by your partner, but 
your ability to stand the truth on its 
head sees you through. Vou will be 
unable to park the car at Sate way's 
until a handsome Spaniard sells you 
shares in a Siberian Mink farm. At 
work, paperclips take on extraordi- 
nary significance, as your ruling plan- 
et, Saturn, wobbles rather 
un convincingly. The One pawl all 
over The Lion King. Again. Lucky lit- 
tie-known resting place at An English 
monarch: King Harold's tomb at 
Walt ham Abbey 



Aries 

11 March — 20 April 
The low keening noise that has been 
keeping you awake at night turns out 
to be nothing more sinister than 
Nana soaping Miguel, her Costa-Rican 
love bird. An opportunity to acquire 
cut-price stationery will present itself 
on or about the 20th. and those born 
on the cusp should take particular 
care not to over-order. The hangy-off 
mole on your partner's back is diag- 
nosed as a malignant tumour, A close 
friend chooses the wrong moment 
to recite Sir Walter Scott's epic 
Lochinvar at a Rave, but your 
quick thinking prevents a messy 
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lynching, Andy will be reviewing 
Pinba/l Illusions. Lucky mamma/: The 
minky whale. 

Taurus 

21 April — 21 May 
Oh dear. It's decision time for all 
bulls, as your ruling planet, Uranus, 
spins out of orbit and crashes spec- 
tacularly into the sun. The cosmic 
forces which this catastrophe 
unleashes unsettles the delicate bal- 
ance of the earth's crust, and the 
resulting tidal wave plucks a 
treasured pet from your bosom and 
hurls it, yammering pathetically, into 
the night. Mr Blobby. A bus ticket 
which yo« discarded years ago turns 
owt to have been worth a small for- 
tune and your partner, overcome by 
your carelessness, threatens suicide. 
A 'Take That' ring-binder inspires you 
to learn Yiddish. Lucky Garden 
Implement*. The dibber. 

Gemini 

22 May — 21 June 

You two-timing git. Vour ruling plan- 
et Mercury, though great in a 
thermometer, is highly poisonous to 
drink. If s a good time to take holy 
orders, as the conjunction of two 
unlikely sentences later in the month 
leads to the offer of a place at a semi- 
nary. At home the cutlery drawer con- 
tinues tp stick. A money-making 
scheme, designed to raise the cash to 
sand your parents on a much needed 
camping holiday to Anglesey, may or 
may n-ot work. Chans Engine 2 gets 
WiPed by the UK's second least popu- 
lar Amiga mag. Incredibly, it's a 
favourable time to pick the staples 
out of old exercise hooks: Lucky 
despot Dr. Hastings Sand a. 



22 June — 23 July 
Your family is unimportant, your 
partner is a Nazi and you are a shal- 
low loser, luckily, the milkman, 
whom you have secretly fancied for 
ages, turns out to have been pulling 
the coconut fibres from your door- 
mat In Order to weave a slightly 
scratchy web of deceit. He agrees to 

lend it to you in return for a go on 
your mountain bike; and ignoring the 
inevitable skin rash you use it 
successfully to dupe a troop of over- 



enthusiastic sea-scouts into running 
up your yard-arm. An expensive ink- 
rubber will prove disappointingly 
ineffective, lucky membrane: The 
Tympanum. 

Leo 

24 July 23 August 
Vour idiot good-nature is tested when 
a Teddy Sear's Picnic is disrupted by 
an attack of killer bees. A favourite 
lip- salve comes to the rescue during a 
tense moment in an icy bus shelter, If 
the 29th is your birthday you will tell 
your friends that you have seen Rigel 
quivering 'like a fairy eampfire' in the 
heavens. They will consider beating 
the living crap out of you, but decide, 
after heated discussion, that you are, 
quite properly, blind drunk. Later, an 
examination certificate is appallingly 
framed. Vour propensity for the 
extravagant use of Post-it- Notes is 
condemned by the UN, but the inter- 
vention of Sir Richard Hannay saves 
the day. Lucky Object D'Art: Rodin's 
The Thinker. 



Virgo 

24 August 2 J September 
Virgo* are renowned for their ability 
to adapt to any situation, and a freak 
outbreak of cholera puts you in an 
ideal position to show off newly- 
acquired water- purification skills, 
Later on, a low beam causes you to 
duck, not grouse. Your intimate 
knowledge of Piracy in the Caribbean 
during the 17th Century could prove 
advantageous, as just after 
Martinmas, a close relative suffers a 
near-fatal heart attack just before 
appearing on TV's Mastermind, A 
Green Woodpecker, or Yaffle, 
becomes a frequent visitor to your 
bird-table, with amusing 
consequences for the titmice. Be sure 
to keep any card indexes in the cor- 
rect order, as the future happiness of 
an appalling friend may depend on it. 
Lucky Menu: prawn cocktail, steak 
and chips; Black Forest gateaux. 



Libra 

24 September — 23 October 
Your ability to balance contrary opin- 
ions comes in handy when King Fahd 
of Saudi Arabia makes a CI Q million 
bid for the brilliant but erratic Villa 
keeper Mark Bosnich. A beautiful 
child offers to foster any 
troublesome household insects, but 
cautious Librans will find it almost 
impossible to contemplate anything 
vaguely entomological until after the 
2nd when the moon will shine down 
on Broadway. Dream IVcb is ready 
for Matt to review. A long lost biro 
returns and claims, in writing, to 
have invented a sixth vowel. 
Tragically, your partner is morally cor- 
rupted by an advertising campaign 
for instant coffee. Lucky Public 
Execution: Bishop Fisher. 

Scorpio 

24 October 22 November 
There is a nice aspect to Pluto, but as 
a Scorpio you'll hate it, Later this 
month you will be lucky enough to 
destroy a Corby Trouser Press. If you 
work hard until Advent, your facility 
with the cruel put-down may land 
you a top job with one of the newly- 
privatised water companies of 
England and Wales. At home, a gold- 
en opportunity to crimp the edges of 
a blackberry pie is ruined when a 
family member notices a tell-tale 
thread of asbestos trailing from a 
broken thumbnail. On Monday, an 
endangered species will call round 
unexpectedly while you are out 
tobogganing, leaving you a heart- 
rending note, begging for cash. Vour 
love of drawing pins lands you a once 
in a lifetime date with pop pin-up 
Michael Stipe. Lucky Architect: Sir Roy 
Strong. 

Sagittarius 

23 November — 22 December 
Romantically It's time for you to 
decide who's really in the saddle, you 
or your pony. A shark-skin portman- 
teau may help you make up your 
mind. Marvin's Marvellous Adventure 
will be in. Us. An argument about the 
length of one of the tributaries of the 
Indus valley leads to an embarrassing 
contretemps at a charity swimming 
gala, Your conviction that organic 
vegetables cost more, but taste bet- 
ter, is challenged by the Scottish FA 
which insists that intensive farming 
will eventually produce a player more 
comfortable on the potato. By the 
end of the month, your cold-sore will 
cover two-thirds of Herefordshire. 
Lucky anabolic steroid: 
Anchrysphetemenol. 
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* 32-e/T POWER 

* BUILT- IN DUAL SPEED 
CD-ROM DRIVE 

* 16.8 MILLION COLOURS 
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CONTROLLER 
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"A unique blend of speed and strategy 
make this a rally game to beat all others. 
Definitely no stick-in-the-mud! 
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